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Someone once said that no 
one can hear you scream in 
outer .space* <t's a good 
thing, too—-part two of our 
Doom 64 strategies threatens 
the Space Marines with 
enough horrors to make a 
galaxy's ears ring* fall far~ 
ther into the burning ring of 
fire this month with the 
arsenal of maps and tactics 
you've been screaming for* 
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The way to belters cc«r 
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Popular PC and Super NES games are getting souped-u o * * 
versions. What old favorites would you like to see tram*«^ ed 
into N64 games? Drop us a line and tell us. Who knows? be 
game developer will take your advice! 



Adam Castslh • 

The Big 100 

I have decided to share my 
ideas for your 100th vol¬ 
ume I think you should fea¬ 
ture the greatest video 
games on all of the 
Nintendo systems You 
should also include a test on 
knowledge of games, both 
recent and ancient Volume 
100 should include nothing 
but info on older games, 
with a section featuring the 
greatest video game chal¬ 
lenges of all time You 
should also include the 
greatest passwords of nil 
time It would be neat to 
bring back some of the 
greatest challenges to see if 
current gamers can beat the 
older scores I think most of 
the ideas you 



come up 
with your¬ 
selves will 
be over 
budget 
Consider 
the ideas of 
your sub- 
sc r i bers- 
because of 
Wifliston Park, New York them, you 

have a mag¬ 
azine Give the magazine 
back to subscribers with the 
100th volume 

Ryan Schallcr 
Oklahoma City, OK 

100 Ideas 

1 would like to know what 
you are going to do for 
issue 100 of Nintendo 
Power 1 know it is a little 
early, but I think you should 
be planning on a huge 600- 
page issue with tons ot 
gime reviews, previews, 
contests, codes, and stuff I 
dare you to publish this, but 
I doubt you will, because 
you won't want a bunch of 
people to agree with me 
and bug you about it, too 

Josh Babich 
Via the Internet 
On the contrary, Josh 
We're encouraging people 
to "bug* us about Volume 
100* It's your magazine , so 
let us know what special 
stones, posters, comics, and 
other goodies you'd like us 
to feature in the 100th 
issue Send us your ideas, 
and maybe wc'H use them ' 


Be P.C. about tbe PC 

You did it again! In Volume 
93 in the Doom 64 Pak 
Watch review, you bash the 
PC In the review it said, 

"Fans of the PC Doom, 

Doom II, and Quake games 
will be stunned to see a 
video game that runs circles 
around what their beloved 
platforms can produce on the 
screen " In a computer maga¬ 
zine I subscribe to, it doesn t 
try to trash Nintendo or its 
products |US t because Super 
Mario 64 is outselling com 
puter games Next time, try 
not to say anything bad 
about the computer, or you'll 
be hearing from me again’ 

Lenton Parks 
Mosheim, TN 
We're grateful for ail the 
innovations the PC has con¬ 
tributed to gaming, and we 
would never bash the PC 
We were simply comparing 
the two versions of Doom, 
and by comparison, Doom 
64 does run circles mound 
its PC counterpart 

Fish Story 

I would like to ask you if 
you make up the letters that 
go in Player's Pulse I read 
this section, and the letters 
sound a little fishy 

Geoff Waa# 
Via the Internet 
We didn't make up your let¬ 
ter, did we? 

Yo, Adrianl 

I'm disgusted with Adrian 
Laney's letter in Volume 93 



Some Kids can t get jobs, 
and their parents can't 
afford to buy an N64 for 
them He says that once 
someone gets an N64, all 
they would do is ask you to 
feature more N64 coverage, 
but he would want the 
same if he got an N64 If 
ill he had was l Super 
NES, he would be writing 
for that same thing he hates 
to hear readers ask for I 
see his point, but I think 
you should give equal cov¬ 
erage for all systems I 
wouldn't mind more N64 
coverage later this year, 
when the vast majority 
of NP subscribers will have 
an N64 

Ryan Van Maanen 
Hull, IA 

Get the Balance Right 

Let me read to you what 
was on th^ cover of your 
93rd issue Mario Kart 64, 
Gold«jnEye 007, Turok 
Dinosaur Hunter, Shadows 
of the Empire, and Game 
Boy Hits 'n Tips Except for 
Game Boy, EVERYTHING 
was for the N64 Your mag¬ 
azine is no fun to read 
when it gives help only on 
something you don't have I 
have been a loyal sub¬ 
scriber since the first issues, 
but I'm sure as heck not 
going to hang around for 
your 100th issue if you 
keep it going the way you 
have been Player's Pulse 
has been asking for a new 
topic of controversy HERE 
IT IS”’ 

Geoffrey Pitsch 
Great Falls, VA 

We strive to feature games 
wc haven't yet covered and 
right now, most oi them are 
for the N64 By no means 
do we want fo alienate fans 
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Becktjround Art Brent Young • Linn Creek, Missouri 








Boy, and m this issue, we're 
featuring a Game Boy arti¬ 
cle on the 4-in-1 Game 
Paks, Casino FunPak, and 
Solitaire FunPak, plus Super 
NFS articles on Lost Vikings 
II and DKC 3. As for the 
cover, we feature what will 
grab most people's atten¬ 
tion Coming next month- 
Mano clone with three 
arms prove Mario was 
altered at birth 1 


Where’s Junior? 

What happened to Ken 
Cnffey, Jr for Nintendo 64? 
It had a release dale of 
Spring '97 in Pak 
Watch, but then it was 
taken off the list' Jt was my 
most anticipated game for 
the N64I 

Paul Blood good 
Bellevue, WA 
Fear not, baseball fan 
Major League Baseball 
featuring Ken Griffey Jr 
is still in the works and is 
scheduled for release 
sometime late this summer 

Nintendo Tales 

I think you should have a 
short story section It would 
be a good idea to have 
short stories written by the 


fans of the magazine It 
would have them star 
famous characters such as 
Mario and his friends. Link, 
Mega Man, and others It 
would be cooJ to have 
something like that 

Eric MacGeorge 
Waukesha, Wl 

Overwhelming Colorfest 

Why would you make so 
many different Game Boys? \ 
mean, until one breaks, you 
only need one You've already 
made colored and sleek silver 
Game Boys, and they sold 
really well But now you're 
making neon-colored Game 
Boys? Whos's gonna buy 
them all? What's the deal? 

Guy Vizard 
via the Internet 
Here's the deal, Guy * we want 
to offer you variety, so you can 
have a Game Boy in the color 
of your choice Why do you 
think identical models of cars 
are made in different colors? 

Write On! 


they would love to write to 
kids t K eir own age, instead of 
an adult They could review 
games and express their 
thoughts on new games and 
systems If you could make this 
an article .and me head writer, 
that would be great 



Since many of your readers are 
kids, I'm sure 




Rhonda Bowlin • Dalzell, South Carotins 
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This month’s biggest mover t$ Turolc Dinosaur Hunter for the N6 4. Afro k clawed 
his way to reach his highest position in the Power Charts so far. On dtfl ^lost 
Wanted front, Blast Corps and Doom 64 stormed onto the scene, ana flpcy’ro set to 
crash into the N64 Charts next month in their explosive debuts. 
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Mano Kart keeps the checkered flag 
for its second month n a row, while 
Super Mario 64 and Dash Rendar eat 
its dust Meanwhile, Turok takes 
four mammoth steps up to claim 
fourth place 



SUIt WARS: 

SHADOWS OF IHt EM. IRE 


GAME 


COMPANY 
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4 
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6 
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MARIO KART 64 

SUPER MARIO 64 
STAR mss. 

SNADDWS OF TNE EMPIRE 
TUROK: DINOSAUR NUNTER 
WAVE RACE 64 
CRUIS'N USA 
WAYNE GRETZKY'S 

3-D HOCKIY 

8 PIL0TW1NGS 64 

9 KILLER INSTINCT GOLD 

ID MORTAL K0M8AT TRILOGY 


NINTENDO 

NINTENDO 

NINTENDO 

ACCLAIM 

NINTENDO 

NINTENDO 

MIDWAY 

NINTENDO 

NINTENDO 

MIDWAY 
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JMtf» HOW 
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DKC 3: 

Dim KONG'S DOUtlt mount 




THE LEGEND Of ZELDA 

AUNH 70 7 H£ PAST 
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SUPER MARIO RPG 


DKC 3 taps the Power Charts, butd'd 
Dixie Kong's Double Trouble do double 
duty to top the charts for the best of 
1936’ Flip to page 88 for the results of 
the 19S6 Nintendo Power Awards to 
fmd out You might besurpnsed! 



1 DONKEY KONG COUNTRY 3: 

DIXIC KONG'S DOUBIC MUSIC 

2 TNE LEGEND OF ZELDA: 

A (INK TO THt FAST 

3 SUPER MARIO RPG 

4 SUPER MARIO KART 

5 CNRONO TRIGGER 

6 DONKEY KONG COUNTRY 2: 

DIDDY'S KONG QUIST 

7 FINAL FANTASY III 

8 SUPER MARIO WORLD 2: 

YOSHI'S ISLAND 

9 TETRIS ATTACK 

ID DONKEY KONG COUNTRY 


NINTENDO I , 7 

NINTENDO 2 ' 63 

NINTENOO 3 13 

NINTENDO 4 49 

SOUARE 6 22 

NINTENDO 7 ‘ 19 

SOUARE 5 29 

NINTENDO - 19 

NINTENDO 8 37 

NINTENDO ID 31 







THE LEGEND Of ZELDA: 

LINK'S AWAKCNIHG 


DONKEY KONG LAND 2 
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It looks like this months Game Boy 
Power Chari is taking a snoozel Link's 
Awakening continues its long hiberna¬ 
tion in the number one spot, but Dtddy 
end Samus ref use to sloop until thsy 
reech the top. 



1 TNE LEGEND OF ZELDA: 

LINK'S AWAKCNING 

NINTENDO 

1 

l 

• 49 

J 

■ 

1 

2 DONKEY KONG LAND 2 

NINTENDO 

2 

9 

3 METROIDII: 

SHUSH OF SAMUS 

NINTENDO 

3 

65 

4 TETRIS ATTACK 

NINTENDO 

- 

9 

5 TETRIS 

NINTENDO 

4 

. 54 

t 



MOST WANTED 


NINTENDO POWER 


1. 64 DO (N64) 

2. LEGEND OF ZELDA 64 (N64) 

3. MARIO KART 64 (N64) 

4. NINTENOO 64 

5. SUPER MARIO 64 (N64) 

6. GAME SOY POCKET 

7. STAR WARS: SNADOWS OF 
TNE EMPIRE (N64) 

8. DOOM 64 (N64) 

9. YOSNI'S ISLAND 64 (N64) 
ID. 6LAST CORPS (N64) 







































LETTERS, continued... 


Coo! Runnings 


% 


Cohn Said win. Volume 92 Grand Prize Winner, won 
the chance to experience some DKC 3 in real life from 
the front seat of a bobsled speeding down the Olympic 

Run in Lake Placid, 
S-tcii New York The Vista, 
California native must 
have brought his 
town's sunny weather 
to the Olympic Sports 
Complex, because 
record temperatures 
had the bobsled run 
closed Instead, Colin 
strapped on a sled and 

I rode the Luge Rocket 

& nde down the luge 

run, which was 
opened specially for 
him Cohn's flurry of 
winter fun also 
included 
snowboarding, 
sightseeing 
atop the 120- 
meter ski lump, 
and mner-tub- 
mg down the 
ski jump land¬ 
ing slope' 


c - h 






Eric Nielsen 
McFarland, W1 

Although, you're making the 
writers here very nervous, 
we're going to give your 
great idea a try Any budding 
writers and critics out there, 
send us your game review 
along with a n illustration, 
rating of the game, or a pic¬ 
ture of yourself Please try to 
keep your essays under 700 
words . We'll feature the best 
ones in a special sect/on in 
Player’s Pulse 

Retire Retirement 

I do not thtnk you should 
retire games from Lhe Power 
Charts after a certain period 
of time The purpose ol the 
Charts is to show the best 
games If you retire games, 
the best games would even¬ 
tually not be listed 

Theresa Rucando 
Via the Internet 

Poetry in Motion 

Upon playing games and 
seeing what's in store, 

I've seen Yoshis and 
Goombas and Koopas 
galore. Ail this and much, 
much more, Plumbers and 
Trjforces and Arwings to 
boot, I his little cache of 
gaming loot. Was created by 
greatness of the highest 
degree, It makes you just 
want to shout, "Yippee 1 " As 
for this poem, if you must 
know, Is dedicated to Ihe 
gieat, one and only, 
bhigeru Miyamoto 

Sharleen Hii 
Via the Internet 
What a great poem for 
Nintendo, it rhymes quite 
nicely like you mtendo, r uh, 
maybe we'll leave the poetry 
to you, Sharieen 


know who the artist was 
Fortunately he's been discov- 
ered-tht artist is Sean Fowlow 
of St John's, Newfoundland 


To give credit where credit is 
due, we're giving readers 
another look at his artwork 



WRITE AWAY RIGHT AWAY! 

This month we announce the winners of the 1996 Nintendo 
Power Awards, Oid your favorites get shut out of winning? 
Write to us and defend their honor! Send your letters and 
comments to us at; 


Oops! NINTENOO POWER PLAYER’S PULSE 

In Volume 94, wo featured a P,0. BOX 97033 

rider's Sinxt Fighter Alpha 2 RE0M0N D, WA 98073-9733 

envelotx- art, but we didn't E-mail: noapu lse@nintendo.com 

Background Art Paul Kowollck • Clmtswortti, California 
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Prerecorded Game Tips 
and Future Product 
Information 
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gomer-for oil Nintendo systems 
Call far help on Supor Monu 64, Btact 
Corps* Tuiuk. Omosaur Renter, Doom M 
Killer lusfinct Gold, Star Wars Shat**.. n» 
the Empire, Pi lot Wings. 64 ond Mott* 

Kom bet Trilogy for the Nintendo 64 •numa 
also help for any Soper Mono gent* Utf 
Super NES and NES, Donkey Kong tm* Hr 


the Game Boy, end Zable game Votimj 
Kong Coon try 1,2, and 3, EortbPotr** 
lllusiooof Gojo, Ulh II, Soper Iff* 

Scciot of Evcrmoie, Ghrann Trkjyoi; flttj 
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A Great 
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1)1997 Electronic Arts 


of Play 


51 


FIFA SoccBf BA from Electronic 
Arfs truly has if all: defailed 
polygon graphics; high-speed, 
realistic animafion; real-time 
commenfary from real-life 
announcers Andy Cray, Des 
Lynam and John Mofson; and 
nearly 3,000 authenfic inter- 
nafional players. All of this 
comes fogelher fo produce, as 
Cray and company would say, 

“A great bit of play!” 




Four-way challenge 

W ith its multi pie difficulty levels, play modes, camera angles and 
controller configurations, FIFA Soccer 64 can be as s mple or as 
complex as you wish Up to four gamers can take to the field, or 
"pitch," as it's often called in soccer circles, and play with or against each 

other in any combination two-versus-two, 
one-versus-thrto and even four-versus-the 
computer We've combined our real-life 
and virtual soccer expertise to come up 
with some of the best offensive and defen- 
I 5ive sCratc 8 IGS to usc W|th th * s 8 arru -- These 

strategies work in the one-player and the 
multi-player modes, but keep in mind that 
you'll need to coordinate very closely with 
your computerized nnd/or human team- 
mates to pull them oft 
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FIFA SOCCER 


Fine F3FA Features 


We'll start by first giving you \ few general tips on how to 
approach this game as well as the lowdown on some of the 
game's key features. These features can greatly affect the' 
gamt control, so you may want to tweak them to your lik¬ 


ing or at least keep them in mind during your pre game 
strategy sessions If you're having trouble scoring but can't 
quite put your finger on any specific cause, these tips 
might help you out 


Fair and Foul 


The PIP Advantage 


s in real life, bad weather can really put a damper on 
your performance if you're not prepared The ball 
bounces higher, travels faster arid goes farther when 

the field is dry than 

when It's WCt li It's 
I pour^g on gimu day, 

m **^»&* ***•*» ff*.' . expect pars of <lv fu Id 

% , M 4 t0 become a bog by 

* * hi'ftime You won't get 

!& much loft on your 
vr kicks irid the bull w'd! 

JHHH0 jflp i|i^H rol slowly, he 

thing to do is 

ml*--* P -'Y 1 ew P rac 

i''" the r/ii n and 

* r ' : v - : 


T he Picture-in-Picture, or PIP, 
option allows you to display a 
second view of the field or a 
radar screen ;n the upper right corner 
The radar screen is especially helpful, 
allowing you to see the whole field 

and the positions of 

H the players and the 

bail, which is color 
coded for your conve¬ 
nience, at a glance 


On the radar screen, human cor 
trolled players ere marked by 
yellow triangles, whilb comput 
er-controllea players are marked 
by green .and blue circles 


Yellow Card, Red Card 


T here are few fouls in soccer, but 
the penalty for committing one 
can be severe Attempting to tack¬ 
le (steal the ball) from beside or behind 
a player, for example, will net you either 
a Yellow or a Red Card, depending on 
liow blatantly unsporting you were For 

a Red Card, the offending _ 

player will be ejected, and you Eggjjj 
won't be able to replace him for BR5S 
the rest of the match aS?? 


Soccer games have often served as showcases for 
new technology and innovative game play, and FIFA 
Soccer 64 is no exception For a look at a few clas¬ 
sic NES, Super NES and Game Boy soccer games 
gone by and an exciting peck at Konami's upcoming 
International Superstar Soccer 64, check out a few 
video soccer classics beginning on page 18! 


If you lose a team member and 
hip position, you II probably 
newl to ad|ust your strategy If 
necessary, use the Team 
Management option to shuffiu 
your remaining players to make 
up for the lost position 
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he Short ond Long of It 


F or -he purpose of tins 

short 

p »s.vs 'is pisse* :o phyt^s i * 

who '*rL on srien while Ionj‘ j fc t aP 2* 

.« ..'S' ' v I > 'v. i>- V;tO . )U * 

ul vk w in mos msiAiicA $, we r^c- >’ CJ ■ 9k ij 

trove I ’v b^ll cown th< ik-kI -vt | V & ll-I 

with the radar on, it's difficult to 

gauge potential interference from off-screen defenders, and there's a 
good chance that a Jong pass will be picked off before it reaches 
a teammate ■■ rl 


Offense in soccer is all about coor¬ 
dination and cooperation. There are, 
of course, many star players in the 
sport, but hogging the bati isn’t as 
successful here as in, say, the aver¬ 
age video basketball game. When 
you first start out, spend some time 
getting to know the size and scale 
of the fletd, so you can better 
gauge your passes, 
and work on simply % 

handling the batt and 
keeping It away from 
opposing players. 


If you're all alone, usf the 
radar scruun to pinpoint 
teammates and then move 
i toward them Wait until 
I they're in sight before you 
K attempt a pass \bu II tfnn 
K bo ible to see who is in the 
1 cluar and who might run 
| into interference from 
I defunders 


L obbing the ball through the 
a:r is riskier than making a 
ground pass, but it works 
•well when you're coordinating with 
Ranother human-controlled player If 
lone of your midfielders is being sur¬ 
rounded or charged by a line of 
defenders, lob the ball over their heads 
towards one of your forwards (the 
jffensive players on the front line) Just 
on't get caught offsides by the referee 
fe'll have more on that later 


lfyou J recdri 

trolling a team by your 

lob the bail and then press A to switch 

the player closest to the ball s landing spot If you re close 

enough, you II trap (stop} the ball If you haw to, pass tha ball 

again for a bettor shot at the goal 


vT 


3 


9* 






















On a Wing and a Prayer 


M idfielders or forwards who are positioned on the sides 
of the field are often called "wings ,r One common but 
effective attack strategy is to have a wing drive down 
the- edge of the field where there is usually less resistance The 
wing then passes the ball to a center forward for a shot If 

you're lucky, the 
wing will draw 
some of the 
defenders away 
from the middle 
and give your 
forward a better 


Switch from the wing to the center forward while the baJ' is 
still in thamr If you're close to the goal, try to 'head tho ball 
(bounce it off your head) into it If vou trap the ball, you risk hav¬ 
ing it stolen or grabbed by the goalkeeper 





You'll have ? good chance to score if you strike 
from the middle and just inside the penalty box 
The keppar will still be far away, and you' II hav^ 
plenty of room to shoot to either side It will 
-Iso be hard for him to intercept any wide-angle 
shots to the corners of the goftJ 


nere sa prpiiy sneaky maneuver aim the ball toward tho 
comerofthe-" ' *■ * - •• •• 


i penalty box and kick it with all your might, 
but put lots of spin on it to curvp it back toward the goal. 
This move might throw the defenders off, and the ball 
sometimes curves all the way around and into the ret 1 


Keeper Keep-Away 


Cutthroat Corners 


C orner kicks can be a bonanza for you, especially if you 
have four human-controiled players on your team. Try to 
crowd all of your players right in front of the goal and then 
lob the ball right at or just ahead of 
them if you're lucky, you'll be 
able to head the ball into the goal 
before the keeper or defenders can 
react If the ball lands in the mid¬ 
dle of the mob, the best you can 
do is jump in and try to kick jt 
before a defender clears it out 


o lake a shot, press and release the B Button The longei 
you hold B, the harder you'll kick As you hold B, you'll 
slow down and lose your ability to stetr your body, so scl 
Up and strike as quickly as you can Once you're inside the 18- 
yard box around the 
goal, tbfc keeper will 
often charge out at 
you The closer he 
gets, the better the 
chance he has of 
intercepting even a 
hard, fast strike 





























Tackles and Take Dawns 


T ackling is the basis of soccer defense, but it's not always easy to 

especially if the attacker is a skillful dribbler Stick close to your opponent, 
use the speed-up ability and never try to tackle from behind If the ref sees 
you doing that, it will be a guaranteed Red Card and an early trip to the show¬ 
ers for you f 


With a top of tho B 
Button your player will 
use hisfeet and body in 
an attempt to steal 
the ball If an opponent 
is noton guard, you 
can also swoop in ot 
an angle and pick up 
the ball on the run. 


hares a split- 
second delay from 
the time you press 
the top C Button 
to the time your 
player actually 
performs the 
move, so plan 
head An unnece¬ 
ssary slide tack¬ 
le will result in a 
foul call 


A hard tacktersjust what its name implies' and it will 
always result in a Rod Card and an ejection It can be use¬ 
ful, however, as a last-ditch effort to break up a danger 
ous attack or use up time on the clock 


“He’s 
Won the 
IkcMe 

Many novices focus on driving the 
ball down the field and frying fa 
grab all fhe glory, buf fhe seasoned 
players know that defense is half 
fhe game—sometimes the crucial 
half. Once again, whether you opt 
for a man-fo-man defense, with a 
defender always covering a specif* 
ic attacker, or a zone defense with a 
defender patrolling a given area, 
coordination is the key. Having 
more human-controlled players on a 
side is more difficult to coordinate, 
but it does give you more options. 


Up the Mess 

Team Management 
option lets you change 
your player formation at 
any time to suit any offensive 
or defensive strategy One of 
the best defensive formations 
in this game places a special 
player, known as the sweeper, 
in front of the goal His 
primary job Is to sup¬ 
port both the fullbacks 
and the goaiie 


While the fullbacks 
never venture too far 
from the goal, they do 
move up and down the 
f id da bit The sweep¬ 
er tends to stay near 
the goo! to take 
down any attackers 
who break through 
the line 
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Intentional Offsides 


I " reality, ™e offsides rule is rather complicated, but with 
this game, this is the situation you must watch out for. ff a 
attacker is between the keeper and his defenders, and ; 
teammate on the other side of the defenders passes the ball to 
him, the ref will call offsides and award the keeper a goal kick 
.t js difficult to do m this game, but you can try to create an 
intentional offsides Selecting the All-Out Offense strategy on 
the Team Management screen will make your defenders 

move far forward, mcreas- J 


E ven though the keeper is computer-controlled for the most 
part, you do have some control over h;s kicks and throws 
If you're using "fast break" offensive tactics, kick the ball 
as soon as you can, before the opposing defenders have a 
chance to get back down the field If vou need time tn 


H cres a worst-case scenario for you you have the ball 
deep in your own territory, no one is open for a pass and 
the opposing team's star forward is cutting through your 
defenders like a wet sneeze through a tissue The best thing to 
no is to dear the ball out A lob can be controlled somewhat, 
but clearing the ball sends it sailing willy nilly down the field 
An opponent will probably 

tmp the ball or head :t back *\ g. 

Wi*ux JO •. org.m/r*. \ l 1 


You can select a specific teammate to receive a kick 
or a throw from the keeper You II still have to be 
wary of any opponents swooping in to head or trap 
the ball, but you'll have better luck retaining pos¬ 
session this way Ilian you will if you /ust sling 
the ball down the field 


Another good tactic to use 
when you re reaily pressed 
is to whack the ball out of 
bounds Your opponent will 


have a throw-in or a comer 
kick, but once ag?m, you'll 
have a chance to reorganize 
your players and strategy 
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Statistics 

FIFA Soccer 64 is based on real soccer teams and their actu 
al 1996 rosters and league standings, which we've listed 
here We've also listed each team's standout player (at least 
in terms of this game) and his default position 



*FW FORWARD 
■MF MIDFIELDER 
’ DF DEFENDER 


GK GOALKEEPER 
SW SWEEPER 


International 


TOR 

MM 

BY nWER/WWTlM 

TEAR 

MM 

KEY PliYER/MtmM 

BRAZIL 

; 11 

L. RONALOQ/FW 

R. IRELAHO 

33 

. 4 i 

T. GASCARIHO/FW 

GERMANY 

= Zh 

M. SAMMER/DF 

S. ARABIA 

34 

K. MOUSAIO/MF 

FRAHGE 

3 

Y. OJORKAEFF/FW 

BOLIVIA 

3S 

M. ETGHEVERRY/MF 

GOLQMBIA 

. 4 

F. ASPRILLA/FW 

CANAOA 

36 

A. BUNBURY/FW 

GZEGH REP. 

1 S 

K. KOUBA/GK 

TRINIOAO & TOBAGD 

37 

0. YORKE/FW 

OENMARK 

—*-*- 

6 

P. SCHMEIGHEL/GK 

BELGIUM 

3B 

M. PREUO’HOMME/GK 

RUSSIA 

7 

S. KIRI AKDU/FW 

URUGUAY 

.39 

0. FOHSECA/FW 

SPAIN 

B 

F. HIERRO/MF 

S. KOREA 

40 

G. IH YOUNG/GK 

NETHERLANDS 

9 

D. BERGKAMP/FW 

SWITZERLAND 

41 

S. GHAPUISAT/FW 

ITALY 

ID 

P. MALDINI/OF 

LITHUANIA 

4Z 

V. IVANAUSKAS/FW 

MEXIGD 

11 

L. GARGIA/FW 

ALGERIA 

43 

A. TASFAOUT/MF 

ENGLAND 

1Z 

A.SHEARER/FW 

AUSTRALIA 

44 

M. BOSNIGH/GK 

PORTUGAL 

13 

P. SOUSA/MF 

IVORY COAST 

45 

J. KONATE/GK 

NORWAY 

14 

K. REKOAL/MF 

ISRAEL 

46 . 

H.REVIVO/MF 

BULGARIA 

i ■! ■ 

is 

H. STOIGHKOV/FW 

POLAN0 

47 

K. WARZYGHA/FW 

ROMANIA 

16 

G. HAGI/MF 

PERU 

4B 

R. CARTY/FW 

SWEOEN 

17 

M. QAHLIN/FW 

CAMEROON 

49 

J. SQHGO’O/GK 

U.S.A. 

IB 

P. BRUCE/FW 

UKRAINE 

SO 

■ |> 

A. MIKHAILITGHENKO/MF 

SOUTH AFRIGA 

■1 * 

19 

0. KHUMALO/MF 

IGELANO 

SI 

T. GUOJOHASSON/FW 

ZAMBIA 

ZD 

1. LITANA/DF 

HIGERIA 

sz 

D. AMOKACHI/FW 

JAPAN 

Z1 

Y. KAWAGUGHI/GK 

N. IRELANO 

S3 

K. 6ILLESPIE/MF 

ARGENTINA 

ZZ 

G. GANIGGIA/FW 

GOSTA RIGA 

54 

M. BARRENTES/6K 

TUNISIA 

<■ 

Z3 

S. FEKIH/MF 

HUNGARY 

SS 

G. MESZOLY/OF 

GROATIA 

Z4 

Z. BOBAN/FW 

CHINA 

S6 

D. CHULIANG/GK 

GHANA 

ZS 

T. YEBOAH/FW 

SLOVENIA 

S7 

D. NOVAK/OF 

CHILE 

ZB 

1. ZAMORANO/FW 

FINLANO 

SB 

J. L1TMANEN/FW 

MOROCCO 

Z7 

M.GHAOUCH/FW 

WALES 

S9 

R. GIGGS/MF 

EGYPT 

! ZB 

H. RAMZY/DF 

SINGAPORE 

6D 

D.LEE/GK 

SCOTLANO 

Z9 

J. COL LI NS/MF 

MALAYSIA 

61 

R.SUPARMAH/FW 

TURKEY 

30 

H. SUKUR/FW 

HEW ZEALAND 

‘ 6Z 

J. BATTY/GK 

AUSTRIA 

: 31 

T. POLSTER/FW 

LUXEMBOURG 

63 

P. KOGH/GK 

GREECE 

! 3Z 

G. DONIS/FW 

HOHG KONG 

64 

J. LEE/MF 
























































































































England 


FIFA 



TEAM 

_ mm mrLKia/funm 

BLACKBURN 

1 

. T. FLOWERS/GK 

MANCHESTER U 

. 2 

P. SCNMEICNEL/CK 

NOTTINGHAM FOR. 3 

S.PEARCE/OF 

LIVERPOOL 

4 

R. FOWLER/FW 

LEEOS 

5 

T. YEBOAN/FW 

NEWCASTLE 

6 

A. SNEARER/FW 

TOTTENNAM 

7 

T. SNERINCNAM/FW 

DERBY C 

B 

1. STIMAC/SW 

WIMBLEOON 

S 

V. JONES/MF 

MIOOLESBOROUCN 10 

0. JUNINNO/MF 

CHELSEA 

11 

C. VIALLI/FW 

ARSENAL 

12 

1. WRIGNT/FW 

SNEFFIELO W 

13 

R. BLINKER/MF 

WEST NAM U 

14 

1. OUMITRESCU/MF 

EVERTON 

' 15 

A. KANCNELSKIS/MF 

COVENTRY 

16 

. M. ISAIAS/MF 

SUNOERLANO 

. 17 

L. PERE2/CK 

ASTON V 

IB 

U. ENIOCU/OF 

SOTON 

19 

M. LE TISSIER/MF 

LEICESTER C 

> 20 

E.NESKEY/FW 

•Germany 

™ MM m ftAYEA/ncmM 

B. MUNICH 

1 

J. KLINSMANN/FW 

FC KOLN 

: 2 

T. POLSTER/FW 

NAMBURC 

; 3 1 

S. NENCN02/SW 

W. BREMEN 

: 4 

A. NERZOC/MF 

STUTTCART 

5 • 

F. BOBIC/MF 

00RTMUN0 

■-—--- ■■ - - ■ 

6 

M. SAMMER/OF 

SCHALKE 7 

M. MAX/FW 

BOCHUM 

. B 

G. OONKOV/FW 

0UISBUR6 

9 

M. BICANIC/MF 

0USSEL00RF 

10 

0. NIELSEN/FW 

KARLSRUNE * 

11 

S. OUNOEE/FW 

LEVERKUSEN 

12 

C. WORNS/OF 

1B60 MUNICN 

13 

B. WINKLER/FW 

BIELEFIELD 

* 14 : 

S.SILOOY/0F 

ST. PAULI U 

; 15 s T. PEOERSEN/OF 

FREIBURC 

.« IB 

A. 5UTTER/MF . 

NANSA ROST 

M’CLAOBACN 

= 17 i 

‘iB 1 

S.BEINLICN/MF 

K. PFLIPSEN/MF 


Franc® 


9 


TEAM 


mm iff nnn/rturm 


PARIS S.C. 

1 

B.LAMA/GK 

AUXERRE 

2 

L.LASLANOES/FW 

F.C. MET2 

3 

~ R. PIRES/MF 

MONACO 

. 4 

E. SCIFO/MF 

R.C. LENS 

, s 

V. SMICER/FW 

MONTPLLR 

6 

R. KOSECKI/MF 

CUINCAMP 

7 

C. WREN/FW 

RENNES 

B 

: K. REKOAL/MF 

NANTES 

9 

J. N’OORAM/MF 

BASTIA 

10 

M. FAYE/MF 

STRASBOURG 

11 

J. SUCHOPAREK/OF 

NICE 

. 12 

M. CNAOUCN/FW 

LYON 

13 

F. MAURICE/FW 

BOROEAUX 

14 

J. PAPIN/FW 

LE NAVRE 

15 

T. WIES2G2YCKI/MF 

LILLE 

16 

A. SIMBA/FW 

CANNES 

17 

K. NOOOUTO/OF 

CAEN 

IB 

A. BANCAREL/FW 

MARSEILLE 

19 

A. KOPKE/CK 

NANCY 

20 

W. ORUMA/MF 

Italy 

TERM 

MMK 

RET RWEII/PtimiN 

PARMA 

1 

N. CRESPO/FW 

VICENZA 

. 2 ‘ 

M.OTERO/FW 

BOLOCNA 

3 

K. ANOERSSON/MF 

FIORINTINA 

• 4 

G. BATISTUTA/FW 

NAPOLI 

5 

R. CAIO/FW 

SAMPOORIA 

6 

C. KAREMBEU/MF 

VERONA 

7 . 

A. PAGANIN/OF 

PIACENZA 

B 

G. PIN/MF 

INTER MILAN 

9 

Y. OJORKAEFF/FW 

PERUCIA 

10 ’ 

A. KOCIC/CK 

UOINESSE 

11 

0. BIERNOFF/FW 

ATALANTA 

12 

0. FORTUNATO/MF 

AC MILAN 

13 

G. WEAH/FW 

JUVENTUS 

14 

A. DEL PIERO/MF 

ROMA 

,15 

M. OAHLIN/FW 

CAGLIARI 

16 

C. LONSTRUP/MF 

LAZIO 

17 

1. PROTTI/FW 

RECGIANA 

IB 

A. VALENCIA/FW 




i 
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What baseball and font- 
ball are to America, soccer 
is to the rest of the world, 
but “the World’s Came" 
has only recently gained 
widespread popularity 
among li.S. sports fans. 
Nevertheless, several 
soccer video games have 
done quite well here, 
largely because of their 
innovative game pi ay and 
that undefinabie quality 
known as “fun factor." 
Here are a few highlights 
from classics past! 


intendo's next strike at the video 
goal was Nintendo World Cup 

in December, 


T his is the grnddnddy of NES soc¬ 
cer games, the one that started the 
ball rolling Released by Nintendo 
in March, 1987, Soccer featured one- 
and two-player side-scrolling action, 
seven international teams, five difficulty 
levels and even a half-time showl 
Running, passing and shooting were 
about al! you could do, but sports fans 
were hooked on the smooth animation 
and play control. What's most surprising 
about Soccer is not that it was a hit, but 
that t actually came along before most of 
the classic NES football games, predating 
Tecmo Bowl by nearly two full years. 
■I Only Nintendo's 10-Yard Fight, 
E released in October, 1985, came 
■ earlier' 


■ w Soccer, released 
1990 It retained the side-scrolling for¬ 
mat of its predecessor, but everything 
else about the game had been upgraded 
and improved This new Pak boasted 


one- to four-player simultaneous p’ay 
and a choice of six playing fields, includ¬ 
ing a sandy field, an icy field and even a 
concrete-covercd field The number of 
teams had exploded to 13 international 
squads, and, whereas the teams in 
Soccer had the exact same abilities, 
these new teams had different strengths 
and weaknesses r he U S athletes even 
had individual attributes' Other seminal 
soccer games* of the late '80s and early 
f 90s included jnleco's Goall series and 
Tecmo World Cup Soccer 
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Choose Your Tean, 

U.S. A. 

ENGLAND 

HOLLAND 

SPAIN 

JAPAN 

t> BRAZIL 

FRANCE 

GERMANY 

CAMEROON 

ARGENTINA 

ILS.S.R. 

ITALY 

MEXICO 



ji 

& 



I n 1991 j? was time to take the video soccer team on a 
road trip, and what better mode of transportation than 
the Came Boy The portable version of Nintendo World 
Cop Soccer was a very close translation of its NFS counter¬ 
part, right down to the ability to set a specrfrc game plan for 
the computer-controlled players to follow Other features 
included the ability to tell your computerized teammates 
when to pass and shoot, and the then-revolutionary Game 
Link cable allowed two players to go head-to-head on the electronic pitch 









1992 Super Soccer 


S uper Soccer gave 
us literally a dif¬ 
ferent perspective 
on the game, following 
the action from from to 
back, rather than from 
side to side Players 
now had a wider range 
of moves, including the 
Shoulder Charge, Slide 
Tackle and Irap, and the Super NES's Mode 7 scaling and rota 
tion features kept the large, colorful graphics flowing smoothly 


V ideo soccer fans were serious about their fun, but they 
didn't have to be serious to have fun, as Capcom proved 
with Mega Man Soccer This whimsical one- or two- 
player Pak featured the Blue Bomber, Dr Wily and 18 of hlS 

robotic buddies in four 
modes of play While its 
play control wasn't up to 
Capcom's usual impec¬ 
cable standards, this 
game did sport a handy 
central radar display. 


1993 Tony Meolo6 S,dek,ck Soccer 1995 


lony Meola's 
Sidekick Soccer 
reached new 
heights of on-field 
realism with a rotat 
mg view that kept 
you behind the play¬ 
er with the ball 
Created by the same- 
team that developed 
NCAA Basketball, Sidekick Soccer gave ynu a sense of the size 
and scale of a real soccer field, in fart, novice playc~s routinely 
got lost out there 1 




he emphasis in 
Konami's I5S 
Deluxe was on 
ball handling, and the 
huge number of control 
options elevated this 
game to the level of a 
sinri- Crystal dear graph- 

_ __ _ ics, rich sound and real 

istic animation just 
added to the you are-there feel it may have been ttie swan song 
for Super NES soccer titles, but fSS Deluxe was a beautiful note 
to go out onl 
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Luckily for 
the Konemi 
cer dynasty 
not die out with 
ISS Deluxe. The 
reigning king of 16 -hit 
soccer games has, In 
turn, begat a 64-bit heir 
that threatens to raise 
the bar, not just for video 
soccer games, but all 
video games, period. 
1997 promises to be a 
championship year for 
Konami’s International 

Rimpr^har Rnrrpr R4I 


1997 International Superstar Soccer 64 

^— 


T he camera swoops high over the 
stadium, taking in the bright sky 
above and the perfect field below 
With the capacity crowd roaring in anlic- 
ipation, the commentator announces the 
day's matchup, while the team captains 
meet on the pitch for the coin toss. Is this 
a ive soccer game being televised via 
satellite? No, this is the future of video 


games, and it has "blockbuster" written 
all over irf As we reported last issue, 
Konami is planning to produce 
International Superstar Soccer 64 for the 
North American market This game will 
be a translation of J League Perfect 
Striker, a title that is already generating 
headlines (and mes of fans) across Japan 
An English-language prototype of ISS 64 
wasn't ready rs we went to press, but we 
did obtain a production version of Perfect 


Striker, and 'revolutionary" would not be 
too strong a description We've seen most 
of Perfect Striker's features and options in 
past games, but we've rarely seen so 
many in one title and rarely seen 
them executed so wei! Graphics? 
Crisp and highly detailed, With no 
skimping on the frames of anlma 
tion. The large players move flu¬ 
idly and the transitions are seam¬ 
less Moves and play control? 
Dribble, trap, head, back pass, 
bicycle kick—it's all there 
Players react instantly to your 


The camera pans smoothly around the action, 
looking for ail the world like a TV broadcast The 
camera always moves to kyep the ball near the 
center of thescreen, but it never feds "jerky" 
From theplay control to the animation to the play- 
by-play everything about Perfect Striker screams 
excitement, realism andfuni 
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There s enough variety in the announcer's sound palette to kcop 
things from becoming boring or annoying, and h* uses a good mix of 
general and specific comments. We couldn't understand everything 
he said, but there was no mistaking his ecstatic cries of, "Goal’ 
GoaH GOOOOOOAU" 


64, so we'JI just have to be patient In the 
meantime, we can be happy knowing that, 
if th*s is the future of video games, we have 
plenty to look forward to 


FIFA SOCCER 64 


laid out log:- 
N64 Controller And 
what about play modes and options? 
Not to worry. There are 16 teams, 
each with a full roster of first and sec¬ 
ond string players, six play modes, 
including Single Game, League, 
Tournament, Shoot-Out, Scenario 
and Practice, 16 stadiums, 16 field 
formations, different weather condi¬ 
tions, and so much more 1 Perhaps 
the most impressive and entertaining 
feature of all, though, is the nearly con¬ 
stant running commentary that sounds 
as If it were plucked out of a profession 
al broadcast The announcer's speech 
patterns sound totally natural, and if a 
player makes a sudden move, he'll 
even interrupt himself with a cry of sur 
prise or a shout of victory* Konami has 
not yet announced a release date for 15S 
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> Let's check this morning's schedule. 

9 00 am, mission briefing, 10 00 
a m , coffee break, 1015 am, blow 
up half of Walla Walla in order to save 
the world—yup, it's just another typical 
day m the Blast Corpsl Last issue, wt gave 
you a rundown of Blast Corps basics 
along with full maps and detailed strate¬ 
gies for the Easy Level stages In Part Two 
of our Blast Corps Blowout, we'll analyze 
the Medium Level stages and give you 
tips on how to earn Gold Medals and pro 
motions in the Corps Rather than just giv 
you TlOii ohsU ■-/ 
lo blow u 1 ->i'c 

t nflPQRl 

t o Wee if-n 

Leve foc^sjf ur I 'JKa? 

\ n. t>rg|y iiifi 
WL cat thy. 

9 require ever 

more complex maneuvers to solve. 
j This gives Blast Corps much 

_ more depth and replay value 
Jj than your typical action Pak. 


You II be seeing some familiar vehicles in these 
stages, but You'll have to use them more cre¬ 
atively as the game progresses 


The nuclear threat is still very much alive You 
must clear a path across the world to allow a run' 
away missile transport to pass safely 


01997 Niritendo/Rare Game by Rare 


iiuclew threat is pot.pv.-r vet. we commu. uu. 

li jips. md strategies-for thy Mediurtt Xcwl stagey ISiHess «P$u ^aBtwdovynt 
,rfc*» Moines to go up in a ptushriidfn cloud, you?d better get on fhe stige? 



























































































BLArr CORPS 


The better the medal you earn, the 
more Rank you II receive. 


mission recrp 


SIMM* UMS 


> The map beioMshows the different difficulty levels ahdUhe different types ol 
^stages (small spheres=Sonus and Training staged large spheres=tnain 
Demolition stages). You must cam Gold Medals in all the stages, including the 
Bonus stages, to earn the most promotions. Before,we dive into the Medium Level, 
well first recdp the Easy Level Bonus stages in the chart at the bottom of the pace. 


EASY 

LEVEL 

MEDIUM 

LEVEL 

HARD 

LEVEL 


Find *nd activate Communication 
Pants to open new stages 



Look fo' shortcuts through the hiiM-'ortKof the brfdges ar\d L etwsi j n the buildings and'rhe toes to tu south. 
Destroy Jl-tfie crafts ti» r wiq%e v bg),dMjda!. The R mdozerwillb. ^urb^fTsh^fc. %r. quick destruction. 

1 neBattista cycle will gun: yuu bDih speed nnd’stabjlity in ths tight turns, ol tins short bat tncky loop. 

Plow through the middle of ite TNT crates to scatter them across the table, just like- playing the “break" in puu- 

Head north mtft tha canal anifthengovvest Tom soutb.at thu eiitof the Jonco for a smalt shortcut 

^ . ' fjrau, -A jjw. "-JV * ___ " fZ&vk. * 

Thp gas plants, arearrarged in a rough senuc rctb So up and to the loft, then to tha right and so on 

n yL ^ ^ >* v , g V v ^ \ 

Stay.pn the right side of the river, ftu need notaifoss the Finish Line for 3 Inp to count Go norm to find 3 CP 
Head off to tfic Inft first and follow the line of RpUs arduhQ the outr r edge of Iho paved *rea 

'' L •' * *• V« A 1 ' -JL. v. $>' irt ° dLf — ^ 

Cut across tile graSstit the north ot)d Ks you neadsouth on the back stratch, hug th^hlll to find n-tunnel 


GQinG PGR THE GOLD 


«Th chart below gives a quick ret tp of thetasy tev *1 Sonus stages we covered JasPtisumchrd- 
iny'th.'rec ^mriended vehicle, Gold Record time ind any helpful tips or shortcut inferpt >ti'pn for 
tick sfagi-: To earn-Gold Med ils in these stages, you must tv <t the Gold Record times show- 


UEH. RECORD 
W T 1:50 


TIPS 6 SHORTCUTS 
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>mmmo power 


PBOflTIGR 


You'll h ;v*= driven the 
Skyfall dune bi£g$ ’KjjjBj 
b rfore now, but \thi#' 
will be your first otfi- jl ,Jl 
c 1 mission behifid tl ^ HE 4 
wheel. While the 
Skyfdl's turbo boost IHH 
does help somewhat, 
the -real demolition - 1 

j power comes from running 
downhill or launching the 
vehicle off rocks and 
ramps and crash- .? jA 
mg into a target. / F'a 


You'll have h id <cfism# to use th4 
Tliunderfist in the JT is/ level, so this 
shgfc will b at snap just destroy all of 
the building and crates within the 
Urn* limit. ^Remember that the 
Tliunderfist nee* 8 * mn^** of 
£ steps of dearaitce in front of f] 
it to launch an attack. 

































BLAST CORPS 


BLAST SEQUENCE 

Concentrate on the structures directly in the missile transport's 
t path. The right-hand silo and the buildings on the nght side of the 
block can be left standing Just maneuvering the Ballista (which 
hes mega power steering! may be the biggest challenge 


® BLAST THE WALL 

V Blast the cliffs on the west side of the stage to reveal a 
y- Sbcret ramp leading up the side of the mountain Nbu II find 
f o Communication Point atop the ledge Activate it to open 
the path to Bonus Stage K Now go down and to the right to 
find a scientist in his mountainside retreat 


Each flmmo box contains Fire missiles while your 
ton missiles for the front tire is touching the 

Ba'listishunchtrs You II groundor you may shoot 
find ammo all along the way over your target 


The overhead view wil' 
help you with your aim 
and give you a bead on 
the transports progress 


® THE SCIE NTIST IS HERE 

You*l! find r- scientist n 

y a house buh nd n wall jdtK 

of rock. This is on!y the 
Vr second of six tech ht Kis r* 11 
you must locate he may m- A > 
have a clue to a colleagues 
whereabouts 


empesl City offers a straightforward 
pallenge, (ticking it c good lead-in to 
fie Mcdium Level. You'll find more than 
{tough ammo near the first block of build? 

S . Keep in mind that you're more like* 1 
ster damage if your target is on 
(id chert in the upper right comer sh w 
fie number 


of buildings, surviv * 
Communication Points and scientists in 
stage, while the box below includes details 


■^rawa 


474W 


JJ COBALT QUARRY 


Omrttf tha hot nds will fcyqpr 
best het fur compfetift. tFf*tr*?ek 
lit record time. Our mly ivica \$ 


curv . The sh jr^ angld of the turn 
will seiuyou skidding into the 
wait if you re goih t o fast. This 
stiji is, actually legated off if 
itage ?§ on the Wjrlcl Si ip 
scr ,t n/lincl it will most likoly ba 
«p«n ulraaiy. 


<H) GLANDER'S RANCH 


Thar? was no urban planning 
involved in designing this town's 
streets! The fust shortcut *, 
appears after the first hairpin aid 
Is marked by red lines and pntclr* 
of dirt by the side of the road Tfi* 
second shortcut is actually a di 
raed marked[with an errow »*v 
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Head to the end 
of the line Jump 
out and walk 
around the north 
yndof the sta¬ 
tion to reach the 
parking lot. 


BLAST SEQUENCE 

The train station will resist any 
W\ force short of a TNT blast 
X jr Luckily for you. your train has a 
load of the stuff on a flatbed car 
The trick is maneuwrira it off the 
train and up against the target You 
must switch back and forth 

bf-tween the train, the crane and 
the doz*r togotTht-|ob done, 
x 'x and though the missile cer- 


Jump into the 
Ramd02er and 
demolish the 
small building 
Maneuver thE. 
dozer onto the 
crane's platform 


rier starts off far away, 
you still won't have 
any time for coffee 
' x and doughnuts! 


Use the crane to 
lift the‘dozer 
over to the other 
side of the 
tracks Use the 
walkway to 
cross the tracks 


® CAR 54 , WHERE X. 

^ ARE YOU? \ 

The rumors of terrific coffee and dough ^ 

~ w > nuts in the Beeton Tracks Cafe are not 
SjmJr qreatly exaggerated, at least in the opinion ol 
Xr local law enforcement The county sheriff proba 
won't mind if you horrow his squad car to search 01 
RDUs and the Communication Point as long as you spr 
another round of java 1 


Use the dozerto 
push the TNT 
against the sta 
tion Move the 
tram if the 
flatbed car is not 
in position. 


Thj.; i -r- you 7 !I need to start thinking inj * 

irfes linear terms to accomplish the tasks, || ■* 
h^nd. There are only two major struct »n 
lTT demolish, but if you fail to coordf*-*'! • . 
jpWrfactions exactly, you can kiss the ph * 1 
/Ijhjresiquc town of Beeton Tracks good- 
. jjye! jo find the Communication 
Voint and the balance of the AX 
RDUs, search the litffc" < BHK S y 

1 valleys to IheJfKgSt ^4 

< I ■ tKeTfam tr ackSTTi SjM 




























BLAST CORPS 


Vt{h(cn we finally figured out the achingly 
sjfnple solution to the Echo Marches puz*|j», 
(it; slapped our foreheads and screamed! 

This only goes to show that we,wer»J 
aepsjng too much on what was directly jfi 
tie missile carrier's path and not consider^ 
what was scattered about the rest of the 
stage;. You'll always get another crack at a 
I stage, so take the time _ *' 

to explore and then V 


J 

20 

;! 

15 


BLAST SEQUENCE 

The missile carrier can handle the odd pothole, but it won t be able to get 
over the train tracks or across thp river without a little help from the 
Corps The tnck will be maneuvering the tram and the barge to form bridges 
across the tracks and the nver Time is short, so check the map and destroy 
only the buildings or parts of buildings that *re right in the carrier's path 


Stomp the buildings on 
the right side of the road 
then quickly head 
northeast over the 
hill to the train 


Hoponthetramandtake 
it all the way to the end 
of the line making sure to 
line up the lletbed car 
with the remp 


Jump into the hot rod and 
drive back to the J Bomb 
Head northwest and 
demolish the buildings :n 
the earner's path 


Head northwest and land 
on the barge Pilot the 
barge to the rver cross¬ 
ing Get back in the J- 
Bomb and finish the stage 


® TANKED 


Stomp on the fuel tank near the barge to 
reveal the first Communication Point This 
Communication Point is easy to miss on the first 
pass through this area, but most players will find 
it just because they'll be trying to clerr out all 
the structures in the stage Activate both 
points to open more Bonus stages 


® HIT THE 
BOOSTERS 


▼ J To reach the Communication 
Point atop the rock tower, let your 
rockets recharge fully first and then 
take off You ern reach tie top of the tower 
with one long blast, or you can try boosting for a few 
seconds, resting fora second or two, and then hitting 
your rockets again while you're still in midair 




j 






































Weave back end forth 
through the buildings as if 
you were running through 
a slalom course 


blast uirps environmwi 
tal policy prevents you 
from mo wing down the 
troes Go around them 1 


This stag* seams it leidfhifcit 

really is. Thu kui1ilin&s*fi irufcjediiTa 
semi-circle with th^gamvehmcrir in a 
fixed fiasrtion ettfMfwnterof the stag*. 
Set the camera to a$vid«3-anyl« view. 

Siir ly follcjw th« rc d from the left te 
the r^ht anfyau Wiftym^any buildings 


5/ MORGAN HALL 


Thirctage takes less maneuvefma 
than you might t* 5 " , '- F " , Jjr ,w * u e ifnri 
north and then around the loop, turn* 
ing pist slightly to the left or the 
right aa needed to tap the TOT into 
place against the buildings. Don't get 
too cough! up with the TOT, though. 
Use the sulf^p^attack when it 
would he easier# fester 


p ) CORVINE BLUFF 


Cross the river et the etert of the 
race and follow the dirt track up the 


the right side of the fiver. You need 
nofeross back over and cross the 
Finish Line to advance a lap lb find 
lie Communication Point drive Into 


BLAST ^ 
SEQUENCE 


Once agnin, you’!! have % I 

Y ! ust enou 9" tim010 

destroy only the buildings or 
parts of buildings right in the earn 
ur’s path Snv, if our bank goes down 
will our cash machine fees go up ? 


You II start the stage on a 
hill to the southwest Your 
first target will be in view 
below you The carrier will 
be just to the right of your 
position 


Blast Corps environmwi 
tal policy prevents you 
from mo wing down the 
troes Go around them 1 


Weave hack end forth 
through the buildings as if 
you were running through 
a slalom course 


lt>s back to Blast Corps basic* amidst the 

S eaming towers of Cromlech Court, bijf ! 
lough your task w simple, time is short; Tty? 
Jssile carrier starts just south of, the fjreti 
I IlHtf 9^ buildings, so you'll have to move fatt 
( ftp dear a path through the financial districts 
jY&ij'll note thet the larger skyscrapers pre 
6 hctuolly several squares joined together. Ttfy 
. fio strike these buildings, at the seams to 
destroy two or more sections at a time. 

' xgunpiir 'm ■■ . 4 
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BLAST CORPS 


Dump the 
Sideswipe 
and climb 
aboard the 
Thunderfist 
to take care 
of the ma n 
complux. 


mm m Hju. main thrustjof the Ironstone Miht* 

V m sta^j ibout solvir,„ riddles, hui 
ifl J1 ■'bout precision demotititMi, whrtf* 
Iflflf can be just as challenging. As 
| O would with the other vehicles, cbgsfer 
wnd " the Sideswipe's battering rams 
Harris between the sections of the buildings tol 
bfiximum dam^c. Save the Thund -rfist itir 
die latter part of the stso* You won't 
4iave time to utrieve it <nd i. turn 
itcJ the barracks'^gfoyfe.^ th e ^ 
kraaspoitneadwythefe^ ^ 


& 

31 

o 

4 

1 3fr i\ 

3 

20 

_L 

4 

1 


BLAST SEQUENCE 

While this stage is 
straightforward, it 
cen be frustrating 
nonetheless Try to keep 
a constant speed as you 
dnve between the barracks 
and pulse your rams as you go 
You may miss one or two sec¬ 
tions, but you should have 
enough time for a quick clean¬ 
up job before you heed to 
the next area In the 
second set of bar 
racks, destroy 
only the left- 
hand group 


Remember that you get 
only ten uses of the bat¬ 
tering ram per battery 
pack, so keep nn^yean 
the ammo counter on 
yourscreen 


&HIGH 

ROAD 


The government has gone to 
great lengths to provide 
security for the third scien¬ 
tist, but it must be tough for him to order a " 
pizza 1 Head up the mountain path to a small 
alcove and the Ramdoztr Drive it along the path to 
the crane Transfer the dozer to the platform across the 
way nnd then walk across the overpass 


® DOWN UNDER 

Push the TNT against the con- 
Crete block to open the 
entrance to the maze Search the 
tunnels below for the third scientist 
and quite a few stray RDUs 
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BLAST SEQUENCE 

Follow the tram tracks and the msin road until you reach 
W V the factory With tho buildings lined up directly north of 
you, use the two center TNT crates to bring down the 
Sr first building Use thu second and third crntes on the left to 
demolish the middle building and the second and third crates on 
tho right to demolish tha last building 


To save time, don t load 
the Ramdozer onto the 
tram Move the train back¬ 
ward as far as it will ga 


You should have just enough 
clearance to squeeze ahead 
of the engine car and onto 
the tracks 


Head through the tunnel 
and onto thetrghway 
Follow the road until you 
reach the factory 


Use the two center TNT 
crates, one after the 
other, to demolish the first 
building m line. 


If you re on target, you I 
need just six crates for 
the whole job Save this 
one for the last blast 


Pttusionis onc^^mlthe order of the day 

I i &ie Ebony Of&u&dHsis. ;Onee you reaefyj 
ie factory, switch to the overhead view toj 
et a better perspective of the job at haijd 
l£st of the TNT is clustered aroundj tji|| 
rathern buildings, so use the map to p$4 
which ones will be used where; While ,i» 
building can sometimes be brought down 
with one blast if you hit it on the side, at 

. i * W 1 I LI 


the seam between sections, it's easier to 
Mlli giWt r use I 




















































@ HIDB IN PLAIN SIGHT 

You coutd wonder about Ebony Coast all 
day and not catch a clue as to how to 
complete the secondary tasks Once 
again, don t take anything at facp 
value Explore and try everything, no mat' 
ter how trivial it scorns In this case, flip 
the camera around at the start of the 
stege to see a TNT crate behind the 
train. Use it to blast opan the tun¬ 
nel to tho south 


(D SPECIAL DELIVERY 

Now load the Remdozer onto the 
flatbed car and head toward the 
train station Stop at the station 
and demolish it to reveal a crate of 
TNT Load th* TNT onto the flatbed car 
Leave the Ram dozer behind and heed back 
the way yuu cams Don t worry about 
the TNT exploding prematurely It 
has quite a long fuse and won't go 
off fora couple of minutes 


© MR.BIG HEAD 


® TRAILER PARKED 


The J*Bomb wilt anabte you 
to reach previously mac 
▼ > ccssiblc^reas around the 
stsge Be sure to look for 
lh« scion Lis L in his trailer to 
the east, hit the Communication 
Point to the south and demolish the 
tno of "big head" statues on the 
island off the coast 


With the train still gang in reverse, 
roll past the starting pant and 
through the tunnel to the 
south When you emerge, youT 
sen a huge statue that 'oaks like a 
cross between an "Easter Island ’ 
head and a circus clown that's gone off 
the deep end Stop the train, making sure 
that the TN~ is as close to the stitue as 
possible The TNT will blow the statue 
apart and reveal the J-Bomb 1 













































BLAST SEQUENCE 

V When the stage starts, follow the IK?! 

f \ gully up and around to the left Trying to 

l / shortcut across the grass will only slow you 

V down Wien you exit the gully, turn to the driver s right 
and hand up the road Don't bother with the buildings near 

city's exit The missile carnor will roll past them safely 


At the mam complex, use 
the rock behind this long 
building to gain some 
fcxtra momentum 


You II bounce out of the 
gully and past (or through) 
a few buildings Ignore 
them for now 


Follow the RDtls through 
die gully Keep to the cen¬ 
ter of the track to keep 
^ your spaed up 


At the junction, take Use the small, paved 

the bottom tef t space to gear up for side- 

^ corner off of the swipe attacks Once 
fV first buildmg again, aim for the seams. 


V To finish the secondary tasks, W 
reenter the stage ^nd follow the 
¥ > gully At the tip of the hairpin, turn 
left onto the grass. Go up the slope to 
w find a Communication Pomt Knep going until 
you reach the mam road Cross the bridge to find 
the second Communication ?oint. 


The main farm buildings are built on a few 
smiall ■ slabs of concrete surrounded bn 
grassy fields. The Backlash can't accelerate* 
&ill on grass, so you'll have to learn to 
iji 4 neuver within very tight spaces. Use tlfd; 
ijtf ky outcroppings to bounce your truck, 

f und just before you hit a target. This wjjll 
i your attacks more demolition power, 
■rve back and forth a bit when you use 
sideswipe attack to plow through obsta¬ 
cles in a straight line. 




STAkT 


The Bison Bii|e run is piste . yg, 01:20 

flet-outtest jtspjad,soy«ur - 

best bet will be one of the hot rods ar the police cer. As you 
heat, ,;own the siape, you'lthinbigdip that will ta**** 
into th* air At the kottomiff fJWA turn right and cut across 
the rocky field. Turn rt|hw>«ff hebk on t h track. 

























BLAST CORPS 


SLIDE RULES 

Thu platforms slide back?nd forth 
if botweun two points. Place your- 
A Jr self above n point along the line and 
float down slowly The platform wrt' 
slide beneath your mutal feet and 


destroy itself 


Watch your target s move 
ment pattern first Pulse your 
juts to control your descent 


@ LIZARD ISLAND 


Until now, we'Vt f 0Z?3I 

the larger *<ctidhs oi^ otir 
rvvijyv foie 'the demolition st.&es, but 
bjc of the srop^ of this uonus sta^*, 
we <1 Bought we'd (j 1 >vide you with a full 
map © i^Reich'hg ivkry spher - or plat 
furijv within the Gold Record time will be 
difficult, but keep in mind that you need 
« 2 ply tap*a target to destroy it. Be 
warned. touching water or 
4ava will end the stage *7^ ! 

automatically. 


02:3 


<s>: 


Lookmq at the map, we recommend that 
you first head southeast to a platform 
over the water, then northeast to the 
voice no and s o o n around the 
perimeter of the stage Unless you jyj 

want to 
risk get¬ 
ting the mother of 
all hotfoots, don't 
stomp the spheres in 
the volcanoes Just 
position yourself above 
them ana float down. 
When they explode, fire 
your rockets to escape. 



GEODE SQUARE 


All offtie target sphetes in i\ QOlMI 

Geode Squire .3 re located rljht 
ne jr tht^Swtin point With ill of thammovinyin 
variodftiftttrns, it's my to lit confuse l Tn/S 
pick ontfoufrif the craw . ant stick vyjjfh <H*ntR it 
destroyed j^fore moving on. Destroy fff# small 
building to find a C jmmunication Point' 


TJ SALINE WATCH 


There are three rows of target fteaeoas north of the etartiny point, with a lone 
Commuaieatioa Poiit in the upper Northeast eoraer of the stage Dace again, 
just tap the beagonsto destroy them. If you need to recharge you* jefs or just 
get your bcariags l(»e J-8omb can staid safely oa top of the hpgeou tower 


Surfs up, end the J-Somb heea'tbeea waterproof 
Ac hi the lizard Island stags, hitting tba water w 
eitil your rua for the reeord 


r j 
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(b) treasure, 

w NOT TROLLS 

Unlike certain goats of fairytale fame, you 
V wont have any trouble with trolls under 


^ this bridge Activate th? Communication 
Point and then head to the northwest plateau 
to find a field of RDUs 


Nintendo powel 


Urie last DemwMdfr'Stage remains in the 
Medium I evel, and it wH« fan< 

driving to plow through this mess. The 
Skyfall dune buggy lacks raw demolition 
}Wer, so you won't be able .to srjiajij 
straight through the buildings, even witp 
the turbo boost Instead, you must s^w 
back and forth across obstacles, using die 
hills to build up speed or using the rock- 
strewn gully to launch your vehicle through 
the air to crashinto targets from above. 


The faster you go, the 
more room you'll need to 
turn around Easo up on the 
buggy's throttle end push 
the Control Stick hard to 
flip r-round quickly 


JUMPING 
JACK FLASH 

To pop a sphere, run straight toward on& of 
the dips at full speed As you dive into it, 

‘ nctivat^yourturbohoost You II bounce up out 
of the dip and just high enough to touch the 
sphere The only real trick is lining yourself up cor¬ 
rectly To pop the single sphere to the north, use one of 
the large boulders ns a launching ramp 


BLAST SEQUENCE 

Nearly all of the structures will have to 
bp demolished to make way for the 
transport Keep an eye out for some large 
boulders strewn around the first oroup ol 

buildings You do n't need 
a lot of running room to 
moke good use of them 
Just a few feet of clear¬ 
ance and a turbo boost 
of f a boulder will be 
enough to take down 
most of a building, as 
long as your aim is true. 
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iusr co/?ps 


u) DAGGER PASS 


H«ad northeast to the first target The 
naxt six platforms jrc s >uth and iasi ot 
the start in. point From th % #|th pint 
f >rm, head due north ta.wiadppf^fform 
Some r>f the “windqw^^e ^locfcid by 
glass shields, so ypVIl ffaw«'tb<finJ open 
slots in order to c^swayffte platforms. 


ui) BABOON CATACOMB 


♦ 36/224 

01 : 41.9 


Thi*! iihit* In Ur's ly lj*«'V»rf «m 

jjcddo blockbuster of years past, and the princi 
pies used m wtameg that game can be applied 
here. Unlike that classic puzzler, however, both 
sides of thrsjnazo are mirror imeges Circle the 
Mocks closest to the center before you tackle 
the outer tracks. Swerve left and right to ecti- 
vateRDUs in the side paths as you go by. 




moRB corps to come 


M 1& ma Peak is the last stop on this month's Blast Corps 
worldwide tout but the fun and destruction aren't over yef! 
We'll ramp up our cover one last notch with strrtegie* 
and shortcuts for th j*H*rd l i\ A stages in a future issue* ff 
the crisis on earth is averted, you just misfit b* taking your 
blast act on the road—a verv hi*h road, in fact! 


Now it's time for Vn» 
%o venture info m § 


pot 

fiory rr iw of p£>k on on* of 

your most hazardous assignments y t f. 
Th^ j*Bomh -will taxed to its limit, 
nd whil. vmj'll ba iSlV to land ort a 
pi Jterrft or 'edge with no problem, 
on touch of the scethir^ fava will 
>o\ir rrushin^ career in die 
al» untin v-ly end! 


HELL HATH NO FURY 

To w*n a Gold Modal, use thp map to plan your attack Wo 
£ ▼ ^ recommend cleanng out the first two targets tc the 
northeast of the starting point then hauling metal 
lie caboose up the side of tne crater to the plat 
form with two spheres Work your way around 
the crate' s edge and back down to the lower 
level until all of the targets arc destroyed 


BLAST OFF 

After you've beaten the Gold Record time, reen¬ 
ter the stage and launch yourself out of the 
crater A Communication Point is located on n 
small ledge above the crystal blue sea T ho trop 
ics aren't so bad after all, eh ? 
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CATTENTION TEAM-. THIS IS FOX^ OUR MISSION IS TO 
DESTROY THE STAR WOLF SflUADRON AND SAVE THE LYLAT 
SYSTEM FROM ANDROSS'S TYRANNY* THE WORLD DEPENDS ON 
US-. BUT DON'T FORGET THAT WE DEPEND ON EACH OTHER-, 
TOO. OKAY-, LET'S GET CRAZY* LAUNCH-, LAUNCH-, LAUNCH!> 









Sr 



Scramble! Scramble! Condition Red! The 
klaxorr wails and red strobes flash as we 
sprint down the long corridor to the 
hunch hangar of Gfea! Fox where our 
Arwing fighters stand ready. 


Pepjry knows all the tricks. I check the 
bogey's position behind me, then pull back 
on the control stick and perform 
a neat backwards loop so 
that I drop • down 
behind him. One smart missile 
is all it takes. The viper never knew 
what hit him. » 


After dropping into space, we dive like 
eagles, screaming out of the sun toward 
the green hills of Comeria far below. 
Suddenly the sky blooms with balls of fire 
and traces of enemy lasers . The shock 
waves raffle my ship and t nearly lose 
hold of the controller. Then the com unit 

spits out static 
like a mouthful 
of sand and I 
hear Falco's 
voice squawk¬ 
ing above the 
interference. 


• v u In e r a bI e 

, |RpSp|i| chink rn the 

JEpj|g»f| robot's armor 

■ |; "^“TI missiles. Ihe 

Pjj ^ 1 ^ V' I battle rages 

' - a n around the 

giant machine, then it's over as the robot 
crumples to the ground and explodes. 
Slippy is saved. Comeria is free, but 
Andross waits on Venom. 




/ spot the frog's Arwing in. the distance, 
face-to-face with a robot the size of a 
city Tower. Black smoke pours out of . 
Slippy's engine as we move in, perhaps 
already too late. As we close in, the robot 
fires missiles and a spread of ehergy 
- beams wildy* 


Falco's in trouble, so I barrel roll to star¬ 
board to avoid a Venom fighter and boost 
toward the weasel on Falco's tail. You 
don't make it on the Star Fox team by 
ignoring your pals. I pop up behind the 
bandit and blast him. Smoke pours out of 
his engines and the craft wobbles off and 
smashes into a hillside. 


DATA UPLINK 

SUBJECT: 

STAR FOX fc.4 

Message MIm/s*. 


ONE PLATER IN STORY MODE 
STAGES— IS 

ACCESSORY— RUMBLE PAK (INCLUDED 
WITH IKE GAME) 

EXTRA-HIDDEN MISSIONS, 3-D 
ANIMATED SCENES WITN 23 
SPEAKING CHARACTERS 


STAR FOX 64 CONFIDENTIAL 
DESIGNERS-E.A.D. GROUP AT 
NINTENDO 

MEMORY SIZE-64 MEGAMTS 
MEMORY SAVE-GAME PAK SAVES TOP 
ID SCORES 

PLAYERS-UP TO FOUR PLAYERS IN 
RATTLE MODE 



1 \( f'l 1 





























THE STSETOK EXPERIENCE 

When you enter the explosive battlefields 
of Nintendo's Star Fox 64. this Jup,c, be 

a new Ranting experience-* 


prepared for # ; 
be prepared to take the leading-role in an 
action-packed adventure *and be pre¬ 
pared t.o fed the action for the first time 
ever. When ydu plug in’the Rumble Pak 
that comes with Star Fox 64, your con- 

blastbn the port 

wing. But direct game feedback b just 
one of the revolutions you'll experience 
in Star Fox 64. The game also 
^surrounds you in a world of A 
dynamic sound where 23 char- ■ 
acters talk to you and each B 
' other using ti&O different voice B 
* messages. You'll hear from B. 
good guys and bad during the i 

battle and during tile 3-D cin- M 


fighters and the new Landmastcr jet tank. 
IPs never, easy, though, because the Game 
Pak saves only your best scores, not your 
position in the game. In addition to the mis¬ 
sion game, two, three or four players-can 
join In on three variations of the Battle 
Mode in which you gun down targets for the 
highest score, fight face to face with a time 
limit, or engage in a sudden death dogfight." 
Your primary job in every mode is to blast 
enemies from the cockpit of your vehide.or 
from a view point behind the vehicle. Lasers 
■and smart bombs do most of the damage 
and items tin the story mode only) help you 
repair your ship and earn extra ships. 


g! gO _ _ 

ema scenes that follow. It's more than a 

game*and more than a 

story -it's interactive, 

■PP immersive magic. So 

_ come along with us on 
’ ’ our test flight of ihc first 

MQH completed Japanese ver- 

sion oi Star Fox 64. 


AND SPACE • 

* • 

By fulfilling mission requirements and dis¬ 
covering warps, you can Activate new.areas 
and lake different paths between the 15* 

J worlds in Star Ak 

Fox • 64* V ^ 


HIS COHORTS, ANOALl THE MAJOR ENEMIES, 
WHICH INCLUDE TNE HUES OF THESTAR W01F 
TEAM ANO ANDROSS. IN ALL, 23 ANIMATED 
CHARACTERS WILL CHATTER WITH YOU AND 
EACH OTHER DURING ACTION ANO CINEMA 
SCENES. ANOTHER VOICE Will CONVEY GAME 
INFORMATION AHOTHE INTRODUCTION. 


data uplink 

subject; 

VOICES IN SPACE 
Message follows... 


WHO SAYS NOBODY CAN HEAR YOU SCREAM 
IN SPACE? IN STARF0X 64, AUOIO COMMUNI¬ 
CATIONS Will SUPPLEMENT SCREEN TEXT IN A 
BIG WAY. FOR TNE HORTH AMERICAN VER¬ 
SION OF TNE GAME, SIX PROFESSIONAL 
ACTORS (FIVE MALE AND OHE FEMAU) WILL 
pLfff THE VOICE ROLES OF FOX MCCLOUD AND 











In Star Fox 64, you play the role of Fox 
McCloud, ace Cornelian pilot and all- 
around hairy hero. You'll notice that 
screens pop up during battle with mes¬ 
sages from your three wingmen. By listen¬ 
ing to the advice of your comrades and 
responding to their distress, you add to' 


You are what you drive. In (he ciise of 
Fox 64, that means you are m 

either an Wing space fighter *- 

pilot a 

driver. During 
Story Mode play, the 

choice vehicle a 

determined by your loca- * • -*yd 

tion. If you're on the ground, you <|rive the 

Landmaster. If you are in the'skies or m which you cannot move. You'll find one 
space, you'll fly an Arwing. In Battle Mode additional vehicle fh Star Fox 64 that does- 

you can control your character directly. n't fly or roll. It's a sul^arine fighter That 
Although you never fly the Great Fox moth- carries you beneath the ocean waves, 
er ship, it is the launching base for all of 
your sorties, and it is from the Great Fox 
that yqu receive NliS computer messages. 

Your piloting and driving skills are test¬ 
ed in two ways during » --— 

the game. In some 
stages, the scene MpflHHjjSl 
scrolls continuously 
forward and your ft on- 
trgl Is limited to a 3-D 
corridor. The corridor L_^— 
may be fairly wide, however, so there is 
plenty of room to mancuvA The second 
type of area is a battlefield. There, you * The Landmaster tank races over the terrain 
have complete freedom of motion in dny at high speed, dodging debris and enemy 
direction, but there is a surrounding ■ fire. The tank ran roll sideways out of dan- 

bo id er b eyond ^_^— ger, just like the Arwing, and it has a cool 

£' - jet feature for flopping into die air for a 


the strength of the team. Some of the 
game conditions require that you have 
certain team members with you at the end 
of a stage in order to move on to another 
stage or access a bonus area. So when 
Slippy starts croaking about enemies on 
his tail, don't write him off. Instead, go to 
his aid and try to keep him m the 6ght. 


The legendary Arwing fighter packs fire¬ 
power and maneuverability. You can spin 

- 1 left or right to avoid shots and fire 

J both lasers and bombs while using 
69R a heads-up targeting square to 
lock on to enemies* Arwings can 
make acrobatic maneuvers such as 
loops, as well, and they can accel- 
_ erate or brake at your command. 


DEVICE DATA: 

FEATURES MODULATING INTERNAL 
DC MOTOR. PLUGS INTO 
CONTROLLER PAS SLOT 
OF N64 CONTROLLER. 

REQUIRES 2 AAA 
BATTERIES. 


THE FIRST VIRTUAL FEEDBACK 
ACCESSORY DEVICE FOR THE N64 WILL 
BE PACKAGED WITH EVERY COPY OF 
STAR FOX 64 SOLD IN NORTH 
AMERICA. MAXIMUM PLAYER 
IMMERSION IS POSSIBLE ONLY WITH 
OPERATIVE RUMBLE PARS. 


SUBJECT r 
RUMBLE PAK 

Message Follows.. 














MISSION BRIEFING 

tutting a swath of destruction through the 
Lylat System won't be easy. Fifteen battle¬ 
grounds wait to be conquered by Fox and 
Friends. As you can see on the system map, 
more than one route leads from CJqmeria to 
Venom. In fact, each area contains one 
secret mission thatxan take you on a new 
path if you fulfill the requirements. And if 
you find all of the secret missions in the 
game, you'll find an additional surprise 
waiting for you. 


Arqa.6 , 

♦ 4 . 

Macbeth 


Zoness 


The many worlds you-encounter present 
*many faces, from the green, populated 
cities of Comeria to the dangerous seas of 
Aquas and the ravaged plains of Venom. But 
some things* netfer*change, such as the 
defensive installations and forces set up by 
An dross, which continually fire upon die 
♦Star Fox team. New dangers crop up every¬ 
where. Buildings come crash ing*down as 


Boise Defense Sfa 


Titan ra 


Katina 


Cornena 


Sector X 


Fortuna 


Metro Field 


walkers as tall as towers march toward you 
waving mechanical pincers that tan crush 
an Arming. Interior areas often 
include even nAre dangerous HnB 
obstacles such as sliding panels 
that block off narrow corridors. 

And at the end of evety level is p 
a final guardian with awe- I 


CORNERIAN FORCES UPDATE: ALL ARWING 
AND UNDMASTER UNITS NAVE REEN 
EQUIPPED WITN LASER CANNONS AND A 
SUPPLY OF SMART BOMBS. TARGETING 
COMPUTERS ARE LINKED TO GUIDANCE 
SYSTEMS FOR A SEAMLESS USER INTER¬ 
FACE. REPAIR RINGS WILL BE DISTRIBUTED 
AS REQUIRED IN RATTLE ZONES* 


ITEMS AND WEAPONS 
Message Follows... 



























When this mad scientist turns his genius 
to evil, the Lylat System faces its greatest 
challetjge. Andross remains the final and 
most frightening enemy. 


For every hero there is a villain. In the 

case of the Star Fox team, that means the 

Star Wolf team. (Apparently it never got 

its ships off 

Venom during i 

the first-game K lfl|l 

for the Super & I “ 


brotherhood |f ^ i « 

of badness ^ T v ’• 
includes the F + 

leader. Wolf, 

Leon the chameleon, dastardly Pigma 
who betrayed James McCloud, -and 
Andrew the baboon, who just happens 
to be Andress's Nephew. The Star Fox 
team will engage the Star Wolves o$ 
many worlds. 


Aboard the Great Fox, we look out at the 
gathering forces arrayed against us in the 
vast asteroid field. We outnumbered one 
hundred, to one or more. The onboard 
computer, NUS, tick off our odds for sur¬ 
vival and suggest that we come up with an 
alternate plan. t 


ONCE YOU'VE BEEN SHOT OUT OF THE 
SKY, YOU'LL SWITCH TO THE 
LANDMASTER TANK. FINALLY, IF YOU 
LOSE YOUR TREADS, YOU'LL FIND 
YOURSELF ON FOOT, ARMED ONLY 
WITH A SHOULDER BAZOOKA. IT'S 
EVERY ANIMAL FOR NIMSELH , 4i 


DATA UPLINK 

SUBJECT: 
BATTLE MODES 

Message Follows... 


TWO, THREE OR FOUR rtAYikS TAKE 
ON THE ROLES OF THE STAR FOX 
HEROES IN A FIGHT AGAIHST EACH 
OTHER IN STAR FOX *4'S SATTLI 
worn* THE IATTI.E TARES PLACE IN 

ONE OF SEVERAL HUGE ARENAS. YOU 
BEGIN BY FLYING ARW1HGS, THEM, 








































midway has rsignited the inferno to forge an all-neui version 
of Doom exclusive to the flGM. Doom BH*s frightfest seethes 
with enough demons to doom most playsre. but with part 
V two of our Space marine survival guide, you'll 
st leaet make it through Levels 11 to 18 


CMCTUri fcAltl IV 


a From the pair of 
■ft' V Switches, slosh 
southeast through 
the Terror Core's moat to 
eater the tunnel at 3. The 
southeast wall opens end clos¬ 
es at regular intervals, so wait 
for access Your patience will be 
rewarded with the Backpack 
ami Super Shotgun hiddan 
behind the tunnel 1 * wall. 


• As soon as you start 
Level 11, lure around end 
jetivato the east well to open 
up a Secret Area Inside you'll 
find a Berserk to help you beat 
the Bull Demons waiting outside 
the entrance 


• Go on a search end destroy mis¬ 
sion for demoos patrolling the 
moat. The area le overflowing with 
blind alleys, so strate around the cor- 
ners. Flip the two Switches et 2. The 
left Switch activates Area 3, and the 
right Switch activates Area 4. 


Grab the Blue Skull Key in the 
northeast alcove, then untuck the 
blue door et A. Arm your Super 
Shotgun and be reedy to dodge 
lireballs, because a Hall Knight is 
on guard behind the entrance. 


^ The door to the north opens hi tandem with 
B the door et 5. Open Door 5, then dash north 
across the hall to edd the Rocket Launcher 
to your inventory. Batura to 5. Once you ente r, lis¬ 
ten for the snarling of the Spectre. You won’t ho 
able to sae him, bat hie growl la a dead giveaway. 
Fire qmckly down the east and west helle to 
silence the invisible threat 


OoonTM A & 1993 1997 
id Software, Inu-Av right* 
reserved 
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A An army of Knights end Imps patrols the 
floor end the upper ledge to the west. Yi 


Tour the courtyard to gather 
supplies, then headsouth. 

■ When you trip Switch C, 

you!! activate the i- 

elevator nt 8, but | 
you'JI also summon I ■ 
e mob of demons 
to the courtyard. 

An nutnmefic weapon 

will be your bnst 

defense, so orm your 

Cheingun or a leser 

wenpon. _ 


floor end the upper ledge to the west. Your 
Super Shotgun is efficient end effective 
ngainst most demons, so arm it. After wag 
* ing war ngninst the demons, flip the 
Switch. Behind Ihe northeast doorway, aemons will 
try to scorch you with their flreballa. You'll have a 
clear ehot et them, hut the torch blocking the door¬ 
way prevents them from ettacking you. Declare 
open senson on thn sitting ^ 
ducks nnd open lira. J 


• Take Elevator B to reach 8. 
Fire Rocknts nt thn Hell 

■ Kmght in the doorway west 
of you. Flip Switch D, then 
station yourself in the door- 
way A Mancubus is on 
™ guard et C, so use the door¬ 
way fnr shultnr Bury him 
with your Rockets, then use the 
teleporter at 8 to warp to E. 


After snagging the 
Yellow Key to the west 
of you, dive north to acti¬ 
vate the second story 
well Switch. If you hit the 
Use Button tuat as you fly 
by the Switch, you'll open 
Secret Area 10, 


Folio w tha curving passage to 
loed up on Bonusea. The peth 
lends to a ledge feeing a 
Superchnrge on n ledge to the 
southwest The jsmp is diffi¬ 
cult, end it might he easier to 
leap backwards, using your 
Mnp for guidance. 


Bent the Cacodemon. then hop ooto the 
corridor's western ledge. Stand in the 
southwest comer to briefly open Amo F. 
Quickly skim elong the ledge to F With a 
running start in F, tump to the eastern 
n ledge, then head to G for the Armor. 


• The Red Skull RI 

Key is located 
at Area 12, but when 
you grab it, rt wifi 
unleash e flock of Lost 
Souls. The squndron of flam¬ 
ing skulls will freeze when 
you shoot them, so erm an 
automatic wenpon such es 
your Chnmgun or Plasma Gun 
betorn tnking thn key. 


• Thn tnleporter sits on a 
platform thet briefly low¬ 
ers when yoa open the red 
door, so quickly enter nnd 
warp before if s inaccessible 
Keep your Cheingun warmed 
up, too, because Zombies wait 
et your destination. 


Space Mariaes can 
^ never let their guards 
dowa, so warp to H with 
guns firing Your walcnming p 
committee is mode up of 
trigger-happy Zombies. 

Mete them feel unwel¬ 
come by returning ^ 

fire, thnn flip thn ^ 

Switch in the tt*** jWy ' 
southwest JK&i 

corner to 

make your m 1 
getaway J? 


•> t 


* r 
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Face north then strafe to 
sidestep to the east hell. 


Shoot the Knight, grab die 
V Health Bonuses, then flip 
the Switch io the middle 
hall to make stairs appear in the 
east bell Climb them to the 
Plasma Gun end hit the Switch 
behind it 


Teleport f rum Area 2 to Area A, Walk 
around the perimeter of the cestle to 
fight ony Imps and demons io your path 
end on the epper ledges ot the castle. 


A Wade through the murk 
^ and clear out the demons 
jA inlestiag the moat and 
surrounding fortress 
walls. Once the ereaio 
secured, activate the north 
wall ot 1 to open the Secret 
Area that conceals a 
Sepercharge. 


Hit the Switch west of 
the blue door to acti¬ 
vate tho nearby eleva¬ 
tor Ride it to the upper 
level, then trip the 
Swrtches at the 5 end 
ot Area C to opeo 
Area6. ' • 


• Flipping Switches is the key to getting 
through Doom 94. end flipping the 

■ Switch et 3 will help you get the Blue 
Key Trip the Switch, then journey 
through the candlelit tunnel by A. At 
—■— ■ the end of the tun 

fMlp " "I nelinAreaB, 

you'll find the key 


then lol- 


• Trip the Switch south of 4. A plat¬ 
form will rise temporarily to 
bridge the gap to 10. Spnot across, then 
head lor the Exit at 10. As you approach 
it, bars will lower in lront ol it. end an 
imp will appear behind you to pre¬ 
vent your departure. Quickly face 
north to blast the Imp. Your victory 
will remove the bars to wmyuu sale 
passage to unlucky Level 13. 


hallway around the 
lortiess Flip the northeast 
Switch, then launch 
Rackets et the Hall Knight 
et 7 Hit the Switch ot 7, 
then take the elevator et 
fi to the Imps’ cell, which 
4, also holds the Red Key 


Hit Switch E and neh 
the Partial Invisibility 
Sphere Run to 9. then 
open the red door to 
battle the Berans of 
Hall If yoi mount your 
attach from the hot-. 
tom of the stairs, you’lj 
be far enough away so 

__ i the Barons can't 

sea you. Sava 
ammo by lining 
the Borons oee 
behind the other 
so the front 
demon will 
absorb the oth¬ 
ers' fireballs 


• Ride die elevator across from 4 
to reach 9. Grab the Yellow Key. 

> then leap from its platform to the 
south mesa to cleim the p 
Supercharge Many ol Doom 64 s 
Secret Areas ore pointed out Ip subtle 
dues. The Supercharge mesa is shaped 
like an enow that points to a spot in the 
wall sorroundmg the moat Take a leap 
of loith end jump into the weil-it s acta- 
ally en illustoo concealing a cave. Spar 
with Hie Baron to wm access to the 
alternate Exit teleporter that warps you 
to Level 30 You're on your own if you 
enter, so il you don’t have the guts, bead 
for 10 to take the normal Exit 


• The new 

loser weapoa exclusive to 
the N64's version of Doom sits on 
top o! the attar in the center of the room. 
The demons won't glva ——- 

up the special weapoa 


without a light, so 
stock up on the Eneigy 
Cello. Armor Bonuees 
and Health Bonuses 
sorroundmg the 
altar. When you hit 
the Switch to reach 
the altar, Imps will 
immediately attack 
from the north to 
defend their shrine, 
soberendyto 
unleash the new 
weapon on them. 

























Dark Citadel 


Shoot the demon in the 
north holt, but beware of 

■ booby traps The sooth 
comer opens up to shoot 
derte ofong the stdes of the 
hell, so stay out of the tiajtc- 
tones by walking down the 
center of the hallway. 


ft Jump into the fim 
w and grab tha Key. 
Hurry out, or you'll get 
burned by the fire and the 
attacks of the Baron. 
Altar defeating him, 
cautiously open the yel- 
low door to fight the 
Baron guarding tha Exit. 
Teke him out, than make 
your way out by hitting 
tha Switch 


A Trip the Switch for 
en efevafor ride up 
to the Bed Key When 
you teke the Key, yot'll 
summon demons to Area 
9. Counterattack from 
Area 14, since most of 
the demons won't be 
eble to tob their fire¬ 
balls high enough to 
reach you there. 


ft Heed north, while staying 
w m the center of the corri¬ 
dor to avoid the darts fn the 
north corter, touch the wall to 
expose the Secret Area inside, 
you'll fmd e Backpack and a 
ceche of Rockets and ammo to 
fill it with 


Tha Shotgun on the alter baits you to be ambushed 
by e Baron of Hell Take the bait and immediately 
fire in front of you, The walls will drop, end the 
Baron will charge you from the west Defeet the 
Baron, then trip the Switch on the west 
sida of piflar B to open 4. ft— 


The maze is 
filled with 
- ■ blind spots 
where you 
cengat 

caught off guard 
Avord surprise attacks 
by strafing ©round cor¬ 
ners. At the yellow 
arrow, flip the Switch to 
openG. 


• Activate the 
shalf by the 
» white arrow to 
fower the smefl 
i hookcasas.lf 
you stand m one 
of their spots, ebook- 
case will reemerge to 
lift you up 


ft Walk a few steps pest 
tha doorway, but don't 
walk too far into the 
room-your steps will cause 
tha floor to drop into e pit of 
lava below 


ft To reach Area 12, flip tha Switch on the 
w north side of the post thst hangs from 
die ceiling The Switch will lower the floor to 
the library of Area 12, 


H Spectres lurk m this 
^ forest of pillars. Hunt 

■ down the demons, then 
flip the Switch on the 
north side of the center 
piflar to open C. 

• Quickly leap from 
the ledge across 
'Ml the two pillars to 
K W reach tha Maga 
Armor It may be 
easier to usa your map foi 
guidance, 


ft The rad arrow on the 
” map po ints to en illa- 
sionary woll conceding e 
Suparcharga Power up with 
it, then go to 7 end f im through 
the windows at the throng ot 
Imps and i 

Cocodemons 

raging in 9. WiSl tvii 


• Destroy the Barons, 
return to Area 7, then 

■ jump from the window to 
get the fnvutnerebility 
Sphere Hip Switch D 

■ Even though you'fl trigger 
e massive dnrt attack, 
you'll be invutcibfe to the 
onslaught Follow the arrows 
to the Blue Key ot E end the 
afevatoi out 


• A gnad secret's hard to kaap: hidden 
behind the north wall of 10 is o Secret 

• Aree housing the powarfef BFG 9000 end 
a Maga Sphera 
Open tha wall, 

then follow the Area's f II 
hallway north for e 
weapons epgrsde snd 
heed east for e Health 
Boost. 


• Jump down from 
Aree 7 to Area 9 

• end scour the room 
for Imps end 
Cacodamons. Enter 

■ F with tha Bfua 
Key, then turn on 
the Switch inside. 
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• Dpen the north or west floor leaning 10 

then Open tiro with an automatic weapon to 
shatter the militia of Lost Souls. Whwi you ve free 
turetl ell the flaming skulls, head to the Switch m 
the seutheest corner. If you trip the Switch, you II 
power up the teleporter in the center ol the Area. 
Hop on top ol it to warp to Level 15, Dark Entries. 


• War with the Hell Knights 

ALit fihrlflflnl AW 


down the sest channel and 

■ the Arechnotron, Bull Demon 
end Hell Knights down the 
west chennel When the demons go 
ballistic, you cen conserve your 
emmo by queuing them up so they II 
atteckone .... . «ry m T; 

another Fight 
the subsequent 
wave ol Lost 

Souls, then 181 

obtain the Key 


A Much of the castle's west 
^ side is mirrored on its 

■ east side, so many 
tasks will heve to he 
re peeted on its opposite / 
counterpart At both / 

Areas 2, stand on the bat¬ 
tlement to lower hox 8 
end reech its Switch, 


^ your guns 
warmed up, 
because when 
the elevator 
lifts you to Area 
7, e Zombie will 
be waiting to 
Most you Blow 
him ewey, then 
arm ee eutomet¬ 
ic weapon 
before opening 
either of the 
doors leading to 
8 Behind the 
doors, not only 
will you find ths 
Exit, but you'll 
also find a peck 
of Lost Souls. 


• Flip the Switches 
et Areas 3 to 

■ access 4 Touch 
the right panel at C 

■ to briefly open D. 
Dive into the moat, 
then eeter the eree 
by the green tneogle on 
the mep to seize ths 8FG 


0 Arm e loser 
^ weepotor A 

■ Chemgun, 

beceuse Lost 

■ Souls will 

cherge you from 
the northwest 
es you enter Areo 5, 
Blest pest them to reach 
F. If you flip the Switch, 
you'll open Door E 
unleashing Hell Knights 
and Imps. The confining 

hells ef 5 moke it easy 

to get cornered, so 
retreet to the court¬ 
yard ol Areo 4 Lure 
the demons outside or 
fire yuur weapons at 
them through the win¬ 
dows of 5. 


• Shoot the battalion of Zombies 

bused on the terraces and adjacent 

■ lo war levels to the north end west 
Lay them to rest, the# revitalize 
with the Supercharge at 6. Hovering 
Cecodemons to the north will he 
summoned to your presence, so 
ready your guns and ground them. 

Descend the northeast or southwest 

stairs, bust the invisible Spectre haunting 
the stairceses, then get a lilt from tire ele¬ 
vator to Aree 7 __ 




















<01 Activate the portraits on the north end 
south walls to make e Shotgun end 
ammo appear Open the door, but stay in the 
doorway. Fend off the demons or let them 
fight emnngst themselves When you heer 
the fray die down, heed out 


A Once you enter, the skull por 
^ trerts to the east and west 

■ will launch a barrage off horn- 
leg missiles et you. Run to the 
northwest corner where the mis* 
siles won't reach you When the 
smoke clears, warp from A to 3 


r gk Use B for 

” shelter anil fire 
mm into the cells to 
exterminate the 
Arachnotrons. Open 
i j C, hit the south 
Switch, th en watch 
: the cubes. If you flip 
". ► the Switch directly 
across the cube the 
sphere first appeared on, the key will 
eppear. Walk backwards into the key, 
than blast the Lost Souls, 


Arm the Rocket 
Launcher you find et 
E, then blest the Imps 
it the cells and the 
demons on Platform 6. 
Hit Switch F to power 
Warp G, then fire your 
Ghamgenetthe Loat 
Souls flying behind 
tha window of 7. 


• Open the blue gete in 2 te warp to 4- 
You'll materialize m the middle of 

■ demon crossfire, so rush to the 0 
Areas The Arachtotrons won't have 
e cleer shot at you, so focus your 
firepower ot the Imps. Oefcet them, then 
shift the ettcetion of your attacks on the 
robot spiders 


cells flanking 
the corridor wilt toast 
and sandwich you with 
fireballs, so make 
them bite the dust 
before yot jump into 
the hall. 


Iflfc Sprint north through the booby* 

^ trapped hall to avoid being hit hy the 
darts. Grab the Red Key in the eorthwest room, 
then blast tho Boron of Hell to the south. Warp from 
4 to 1, destroy the Arachnotrons etd Lost Souls, thee 
open the red door. A Baron of Hell etend* between you 
end the Exit Blest him for ,— y- 

your ticket to Level 16. 


sharpshooter, the Mege 

■ Armor and Supercharge 
could he your prizes From 
the window of 7. shoot 

■ Switch H, quickly pivot 
right, then shoot Switch I. 
a > The platforms surrounding 
the bonuses will _ 
briefly lower, and if 
you're fast enough, 

« you can boards 
platform to ndo it up 
to the item Seeg your 
bonuses, then warp from G U| 
to Area 4 



























Blood Keep 


A Stock up on the bonuses lining the terrace 
“ ledge, and shooithe hups patrolling along 

■ the tops of the mout walls. When You've 
pacified the area, activate tha switch at B 

■ to lower the Shotgun et C Add it to your 
inventory, then tourney through the moat 


A Wade to 3, then 
destroy tha Imp an 
guard there. Take the 
elevator to the top level 
where the Key welts tor 
yea. Soldiers also eweit 
year arrival so be pre- 
pared to tire to tha 
north as scan es the 
elevator tekes you up. 


A After shooting the soldiers in A, enter 
w the cell Watch your back, because e 

■ Zambia will etteck from tha west. 
Open the wast window by ecti~ 


rating tha skull portrait. From 
this window end the one to the 
east, Mast the demons aatside 


A Ready your gims end • • 

w shoot the Zombies C - 

stationed bahmd the red 
door. Trip the Switch to 
activate the western ele- - 

vators, Ride to tha apper N&J E 
ledge, beet the Imp, than hit 
tha Switch Mount e Rocket 
attack egainst the Baron yoaVe 
released on the main floor Blast him 
into demon dust, then enter his holding 
area to flip the exit Switch. 


Activate the panel at F to briefly raise 
the bars blocking G Quickly run to the 
bookcase parpendiculnr to the bars and 
touch it to lawer it, thao stand in its 
spot It yoo head into Gessonnas the 
bookcase raises you, you’ll have just 
enough time toanter. 


A Shoot your 
w way through ; 

■ the tunnel to 

rid hot , 

Imps. Arm *, 

your Cheingun et D, - V- 

than hit the Switch 
to tower tha 

Suparcharga at the * ^ 

north end ot the 

ledge When you power up With it, lost Swds 
will flood the tunnel, so sprey bullets into the 
window. Reenter the tunnel to claim tha Key. 


Arachnotiuns guard ID by shooting 
(users from their cells that tlank the 
, yellow door. Strep on 
J your Rocket Launcher, 

. Kg end, from the stairs, 

, I *A? fire your missiles into 
their cells When the 
coast is dear, enter 11 


• Shoot the Spactre down the hall then 
enter 8 Elimineta the Knight and Imps 

© terrorizing the library Activate Bookcase 
H to reveal a _... __ ,__ 

Energy Cells. Flip the 
Switch eest ot there 

Supercharge in tha 
neighboring alcove. - 

• When you hit the Switch, the north and 
south windows will open to expose you to 
the attacks of Cacodemons and Lost 
Souls A rapid-fire retaliation will save you from 
doom, so en» your Chamgun or Plasma Gun. Trip 
the Switch, then quickly hack away from the 
windows. Once you’ve shot the demons to 
pieces, hop out the south window end heed to 10. 


• Radioactive waste fills Room 6, so leep 
from islend to island to reach E If you 

■ fall into tha toxic waste, year only way 
to setety is to quickly trudge heck to 
tha room’s entrance. Once you’ve 
hopped ta E. fight tha Hall Knight bahind tha 
door to earn the Blua Key. 


A Room 11 is bail! above a lava pit, end 
v ell hut the middla pothway ot the 
floor will drop into it. If you fall into ihe. 
burning ring of fire , yo u'll meet an 
inescapable molten doom. Play at sate by. 
fighting from the doorway Once you've 
exorcized the room 

of its dame ns, the JT ”* [ 

floor will drop out R fl 

Enter the room and U 
carefully tra versa R 

to tha Exit 
























Wave after 

^ wave of demons fe 
wilt flood the arena q 

Clast the Zombies Sf&“ #5 

who appear in ths - 

center and the Bull 

Demons end Imps that - 

appear in the sides of the arena Switch 


health with tha Mega Sphere at the 
end of the tunnel Armies of demons 
wait 10 Area 0 for you, so power op 
with the Invulnerability Sphere in the 
east alcove ol 7. 


■ When you grab 
the Berserh in B 
on Imp will 
ettacb from the east. 
Stey on guord by bach 
ing into the Berserk. 
When the Imp confronts 
you, the Berserk will 
have increased your 


H At 3 f launch ■ massive 

a rlack against the Knights, 
Imps, Spectres and Cacodemons 
approaching from 4. Lost Souls 
will eveittselly blaze into the 
melee, so arm your Plasma Gun 
for quick retaliation, 


Still more ivf ithful 
^ Garuns lurk around 

tht tl" . c "" , » ygii r , nr^ 4 

Launcher et the Hell 
Knights, then scosr the area 
for supplies and any demons 
you may have overlonheri 


gh Watch your step, because 
around every c irner f this 
room, now troops of demons win 
«pp:*r at the and of tha halls. 

St jttan yourself at each corner to 
Wage war with the donunr Facnr 
R-rth at 1, use your Super Shotgun 
to battle the Imps, Spectres, and 
Hell Knights. 


A Collect tho Blue Skull 
~ Key and restock on 
amm it 2 Wait fir the Bull 
Der^ ins ti stampede frsm 3. 

Sine* th.jy can attack only at 
close range, conserve ammo by 
maSsacriog them with your Chain Saw. 

Arm your Rockets, 
I then head to 3. 
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Vou'ra quite the trooper if you’ve mode it this far. but j 
you’re only helfiusy through the game, soldier. In the 
second-end darker half-of Doom BH a you’ll heue to endure ; 
tuilce as many demons end dangers, fflors secrets end 
tricke era also buried in the necropolis, but to find them, 
you’ll heue to wait until our recon teem raleya Info on the 
neut leuels. In the meantime, stick to your guns end don’t 
wander too far. or you’ll haue the deuil to pay. 


Jk fight the 
w Cyberdemon 
from behind the 
hors of 9. He can't 
hit you there, hui 
you II be able to 
seer nnd defeat 
him with your pen- 

Ingram-branded ^ 

loser guit The Cyberdamos moy be your 
tnoghest foe so far, but even more treach¬ 
erous doom brewe in the levels ahead 


to Rockets to battle the Knights. 
Arachnotrons and Moncubuses, t 
□sickly retreat to the east hall. 


Enter Area 7 to increase your 


punemng sirengin, so 
sochittohim 


JAi-r i I ffik You can see the Pain 

w Elemental slumbering in 
Chandler 5, hut yos can't attach it until you open 
the note. If yoo relentlessly fire your Plasma Gun 
es soon es yoo raise the gate, you'll destroy the 

Elemental before it has time to 
react After it explodes, hit the 
lit'' 07 Switch to access the elevator 

’-O 50 


Get rid of the Imps 
seethmg in the circu¬ 
lar hallway, then tele¬ 
port from 6 to A end C 
to D Drop down from 
Warps A, C and D to 
collect the Health end 
Armor Bonuses on the 
ledges below At Warp 
A, shoot the bird cage 
by B to opes the 
Secret Room behind 
you. Do the same at 
Warp C. then trip the 
Switches in both of 
the Secret Rooms to 
open up Secret Areo 7. 


Back into E to ssit up in the Mega Armor 
Blest the Imii who closes is on yos from the 
west. You’ll also alert Cecodemoits and Lost Sosls 
ostside in the meis hellway, so keep yosr trigger 
finger warmed up. 













Push Past Blizzard’s 
Base Camp 

Warm your hairy toes at Blizzard's Base 
Camp, then hold Left on the Control Pad 
to push onward toward JG's summit lust 
above the cabin you'll find Glacial 
Grotto Remember to pick up Blizzard's 
Present—you'll 

rescue another ^ 

Banana Bird 


Greet in's, Banana Bird hunters! 
Barnacle Bear here. 1 bet yoti didn't 
know an old salt like me was savvy to 
theways of the wilderness, but I know 
exactly how the Banana Bird flies, 
listed*"below-are the T 5 * 
hidden habitats where you 
can find this Rare bird. 

Score Four with — - ri 1 
the Motorboat 


Swim North of Blue’s 
Beach Hut 

Bounty Bay is a hidden harbor due north of 
Blue's Beach Hut This cave? js tough to 
find, and a few players founder as they 
swim around in circles Press Up on the 

Control Pad _ __ 

while treading lT****. 
water near the 

rock walls on dj 

the right side of ^ 

the waterfall on 

the left. ‘ 


Swim into Smuggler's Cove 
on Lake Ora ng a tang a. 


Trade the Shell for Barnacle 
Bear’s Banana Bird. 


See Brash after you top 
his record time in ^ 
Riverside Race. jk 


Free Three 
with the 
Hovercraft 


■ If you take the present Blizzard Bear 
V gave you to Blue Bear in Cotton-Top 
Cove, hell give you a Bowling Ball. The 
Bowling Ball doubles as ammunition for 
Old Bessie, Bazooka Bear's prize c annon 
Give the ball to 
Bazooka He'll 
.juju h you m o 
Sky-High Secret 


aground 

near the Kong Cave 


Swim into Bounty Bay 
inside Cotton-Top Cove 


Complete Mekanos Island, 
then pick the Flower grow¬ 
ing near Bramble’s 
Bungalow and give it to 5? 
Bramble. - - ~ su- 





























The Secret of Sewer Stockpile 

There's a special way to swim around the rocks to 
unlock the gates of Sewer Stockpile, a secret cave in 
Kaos Kore Give Battle Bear the Mirror so he can crack 

the code revealing the ■ ■ T i l ^ JYTT 'fff f 

secret path for opening 

the gates Of course, you 

could just swim cirt es 

around the rocks and see 

what happens grwyjfc 





































.Give Bjorn the Wrench 

I Bjorn Bear could fix his rickety cha:rfitt 
If he had his Wrench. Barter Bear 
j will trade the Wrench for the Mirror After 
f Bjorn repairs the lift, he'll give you a A 
[ free ride up to the h ighest poi nt on _ j 
;_ Razor 

ETf®[lpL^HK[^lRidge 

XfBfe;# 1 ' hat' s 
Wt t*. 'F liKw here 


Five Arrive 
with the 
3 Turbo 
Ski 


sVli * h Play the tune in the 

■n w g» jM;* ^ 

Sii) I Undercover Cove* 


Break the ice in the 
Glacial Grotto on K3 


Deliver Blizzard 
Bear’s present to 
Blue Bear in Cotton 
Top Cove. Take 
Blue’s Bowling Ball 
to Bazooka’s 
Barracks in 
Mekanos. 


Set a Record in 
Riverside Race 


Beat Brash Bear's record time of 1.15 
in Riverside Race to discover Arich's 
Hoard Pop into Brash's cabin and tell 
him about your feat He'll have a 
ground-pounding temper tantrum that 

-Will jar loose 

l^og, creating 


Trade Barter Bear 
the Mirror for the 
Wrench. Take the 
Wrench to Bjorn on 
Razor Ridge. 


Reclaim the Mirror 
from Barter Bear 
and give it to Baffle 
Bear in the Kaos 
r- Kore. 


Free Three 
More with the 

\ Gyrocopter 


You can swim to both the - * 1 
Banana Birds in Lake Orangatanga, 
but you'll need to take the Seashell 
with you Buy the Seashell at Bazaar's 
General Store and give it to Barnacle 
Bear, then swim beneath Lake 
j W Orangatanga's 
jjporth bridge 
*J|jjfend explore 

y rn j,\- 1 <* 's 


j L Drop in on Belcha’s 
1 # Burrow. 


Soar to Hilltop 
Hoard. 
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FREE ALL FIFTEEN BANANA BIRDS 

AND UNLEASH THE WRATH OF 

THE QUEEN BANANA! ■£, 

* y ^ ( DKC 3 isn't just about rolling £ j 

; J around levels and stomping on ^ ~ y 

\ / M K Rod's Kremlmgs If you free all 

or the Banana Birds m tluj Crystal Caves, you'll score 
eff*103% and see a special ending To rescue a Banana 

0ird ' you net3dto tind 115 dldden cave and mim,c 
a the crystal melody echoing in the chamber Read 


WRINKLY KNOWS 


jXs y.oiic'Fgichse each B 

£will io W^t ^i ^Vrmkly's' 

-hiimbI&^od"co unl t to bird^oun- 

game ^ VVh.^ii 

Wrinkly's housLcwiirKecomeresuess 

all tbe, birds jpn^ 
vou'vo collected all-thfe QK &nnati£ 


If you free 15 Banana Birds 
from the crystal caves, 
the flock will smash the 
spell that holds the 


Dixie a 


break the magical 
spell holding the Queen 


lueen Banane Bird Shell 
IropinonK Rool adding a 
unny twist to the ending 


Banana Bud, but all 15 Banana 
Birds can do it Find the birds and 
set them tree. — _ 
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MYSTICAL NINJA 
ON N64 

S creen shots of Konami's Coemon 5, 
have been appearing in Japanese 
gaming magazines f or several 
months, and they clearly show a high 
level of quality and a wide range of set¬ 
tings, actions and camera angles 
Although Coemon isn't an RPC, it does 
fall into the category of adventure 



<S 1997 Konamt All Rights Reserved 


games such as Zelda and Gaia, and a 
little known Super NES title called 
Legend of the Mystical Ninja In fact, 
Pak Watch has it on good authority that 
Coemon will be introduced before the 
end of the year in North America with 



the title, Legend of the Mystical Ninja 
The hero of Goemon uses items, 
weapons and tools on his adventure, 
has a heart meter (just like Zelda) and 
talks to folk in the medieval Japanese 
setting in which the game lakes place 
As it is likely that this game will be 
released before Zelda 64, it should go a 
long way towards whetting the 
appetites of adventure fans 

MORE EPIC PICS FROM 
EARTHBOUND 64 

T he developers at Nintendo HQ 
in Kyoto can't seem to contain 
themselves when it comes to 
sharing their latest work or Earthbound 
64 Who are we to argue? This latest 
offering shows the Forest of Chimera, 
where the game is said to begin and 
where you can meet villagers collecting 
mushrooms As you wander in the 
woods, you'll come across a pipeline 
with water rumbling inside 



During the winter months, you'll have 
to bundle up for the heavy snow And if 
you run into this army of porkers, what 
tVer you do, don't ham it up 
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A s a video game, 
Wonder Project 
12 defies categorization The only ani¬ 
mated game similar to it was its predecessor, 
Wonder Project, a Super Famicom title released in 
Japan two years ago In Wonder Project, gamers pro¬ 


grammed an android boy named Pino Wonder Project 
J2 follows this same "blank slate" premise, but the plot 
centers around an orphaned andro;d girl named Josette 

J osette's artificial intelligence allows players to teach 
her about the world While her memory chips retain 
copious amounts of information, she has a hard time 
understanding common sense issues Her judgment Is 
frequently clouded by her volatile emotion chips, 


ICUUl 


Josette s volatile emotion chips react 
according to your instructions 


Bnix'a lllondai rrafact 42 Tctavsili 
orHu In Japan. and th«ra art no pi, 
intitoducK (Ihia OEM game in nd8,th 


fi marie a, but it'«,an intaraMting title. Thi* 
garTui'doren't haua ttashg graphitic, but 
ita inifouatiue tioncipt fnil aoftuiare 
Intarfac* is worth checking nub, R**8 all 
abofut it lb thi*«ianth^< exclusion Epic 
Center report. 


The gemo begins with 
the passing of Josette's 
ere b tor, Professor Jepet 
In the fine! whisper of 
his dying breath, the pro 
lessor tells Josette to 
go to Cairo Islond to find 
you You will ho Jose tie's 
teacher 


Since v* u cen t control Josette 
direct^, yoo'll oeed to ose Bird 
e specie! commonicetions robot 
to do the tolkiitg for you In this 
scene, you instruct Bird to pick 
•p o few items necessary for 
teaching Josette. 




















Josette will frequently 
pause the action to ask 
you questions Your 
response can help or 
hinder her intellectual 
development 


Josette needs to earn money, so you'll help 
her lenrn several new skills, including piloting 
a fishing submarine and flying a plane 


Later oe in the geme yotH 
discover thet Josette holds 
e mysterious aliee power. 
The vile emprees of the 
Siliconlsn Empire wifi stop 
et nothing to eteol thie 
power end rale the world. 


Yoe cen only watch the 
loot pert of the game 
unfold If yoe've pro 
gremmed Josette prop¬ 
erty she'll do everyth ]n 
right and eove the wot# 


making it tough for players to 
interact with her 

A s you explore Colro Island, 
losette will ask you questions 
It's up to you to show her the dif¬ 
ference between right and wrong 


Unfortunately, your 
responses are limited 
to "Yes/' "No,' 'I Don't Know/ "Take This/ and "Co Here " 
These succinct replies are often misconstrued, allowing ari 
overeager losette to jump to incorrect conclusions, creating 
hilarious and frequently frustrating situations To further compli¬ 
cate matters, you must communicate all of your instructions 
through a flying robot companion named Bird. Since the game 
action is nonstop, you have to be quick about relaying your 
intentions to Bird especially when Josette wanders into per- 

-- - llous situations 

'onder Project J2 
has 25 areas to 


explore 

With the exception of 
three arcade areas, most 
levels are one room 
stages where Josette must 
solve problems and 
interact with her neigh¬ 
bors As you progress in 
the game, you'l 1 uncover 
an evil plot to teke over 
the world hatched by the 
Siliconian Empire If you've 
trained Josette properly, she'll find 
a way to foil the plan Aside from 
guiding Josette through several 3-D 
mazes, players must passively 
watch the animated sequences unfold near the end ol 
the game Depending on your programming and 
patience, Josette Will either save the world or 
create the kind of chaos that only a 
computer can produce 


— - 
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Don’t waste your time on a poor farm! This month’s Epic Center shows you 
a vault full of strategies on how to become a rich rancher in Natsumc’s 
Harvest Moon. Just remcmber-Moncy won’t buy you the happiest ending! 


IUST GIVE 
ME MONEY - 
THAT'S WHAT 
I WANT 

Your ending in Harvest Moon 
depends on how much hap¬ 
piness you find during your 
300 days on the farm Money 
won't buy you the happiest 


duce as possible before the 
shipper arrives at 5-00 p m If 
you don't have produce to | 
pick, gather berries, fruits, 
herbs or mushrooms in the 
nearby forest and stick them 
in the shipping bin./Neverr * 
let a day pas^ without ■ 
making mpney 

Play Your Plots ^ j 

/sh 


square The skrnny C- 
shaped, seven-crofr plot 
allows for easy watering but 
it wpH yield only severpt r ops 



ending, but some aspiring—if y 

not slightly grumpy miljioo^f*You/should organize yotit 
aires—love to find way$4u up 
their gold coin totals ( at th 





tel 


^ “ 


1; 


r / / 

, .have a full; grown -horse, 
Pyoull Ivant plant yodr 
v,crops as close as possible to 
1 tye sapping fawn Plant your 
gf-Srss in outlying areas around 
/ the farfh 


f Run, Don’t Walk! 

Hold down your B Button to 
run from task to task Running 
* saves valuable time and 
doesn't deplete your charac¬ 
ter's energy supply Every fif 
teen seconds of real time 
. equals an hour in the game, 
so try to spend as little time as 
' possib e moving between 
‘ your chores And avoid the 
fences—lumping fences takes 
longer than running The 
fewer fences you have to 
vault on your daily routine, 
the faster you'll get your 

I work done 

\ 

Rake in the 
Mooola! 

/ 






i 


An eight-square crescent yields a 
large number of crops while 

_ ___ _ _... t> allowing complete access to all 

Id-iA* 


p ^iffowmg areas so you cart . 
ieSf maximize your-crop yield If \ 




ena or rne grin«i. vvim Una m y w , —, - 

mind, we've put together the *: wop-rhe able to harvest The : jn a 3x3 area A fat C- shaped, 
top secrets for turning your r plant. In/he mityic of tht j eight-squnre plot is a little 


ft i 

V 






& 




rr ----- 

farmintom finance success^ 

i J " 

Crowd y 3 
Bumper Crop 

Time as money, especially 
when you have* crpps' ready 
to^be picked^Or seeds for 
planting/Pay closerattention 
to yptfr time on task, especial¬ 
ly during the spring and sum¬ 
mer''Since time stands stili 
inside the hen house and cat 
tie barn, make those buildings 
your first stops in the morn 
ing Milk, brush and talk to 
your cows, then collect all 
your eggs and feed your 
chickens You can complete 
both of these tasks before the 
dork can tick past 6 00 a m 
Next, spend your time in the 
fields picking as much pro 



You can t water oi pick the crops 
in the middle of a 3x3 square, hut 
you cgn develop t strategy for 
designing your garden 


harder to water, but you will 
still be able to access all the 
crops, and you'll get the most 
money out of your initial 
investment Build a fence 
around your garden to protect 
your product from wild ani¬ 
mals, but leave a path 
between your garden and the 
fence so you can pick all of 
your vegetables Until 






tl 


Your Dairy can be the biggest 
source of revenue on your 
: farm, so milk your cash cows 
for everything they're worth It 
takes 21 days for a store- 
bought cow to mature, but 
you'!! spend twice as long 
: raising your own calves The 
sooner you can milk your 
cows, the quicker you'll turn a 
profit, so save time and 
money by purchasing a! r your ^ 
cows at the Livestock Store" If 
the owner of the i/si stock 
, Store won't sell ydu a cow 
until you grow more grass, try 

* selling him a-few chickens 

: Unlike m real life, cows and 
j chickens eat the same arpotfnt 
of food \jrr Harvest Moon. 
Since^ows earn my re 

* money tpryou thar/chickens, 

: it makes udder sense to keep 

J^niore Bpytnes \ than fowk 
finally, you*'cow produces 
fnore rqdfc when ^bc is happy 


J 




mmo power 


_ _jpdk'to ypur cows and brush 

A seven-square ctescent'yields^ Traditional rows of produce are -''fall opt fern each day when 
lewer wgptables than other plot also easy to water, but only 2/3 or them A dairy full of 

^ desiuns^but it's easv to water j seeds you plant will grow, soyour i , „ , 

i- : ffipkl? 5 . v ^ ,1 -profit will be limited.,.' , • contented cows will produce 




















4,200 gold pieces per day— 
that's 126,000 gold pieces 

e«~ch season/ 





A dairy packed with twelve 
contented cows will net you 
4,200 gold pieces each day 


If the shipper arrives just after 
you've picked a vegetable, he 
won t take it Instead go to the Inn 
and pive it to Eve as a gift 

anyone else Weigh the costs 2' 
of your gifts against ypur ; 
financial goals If you're trying 
to become a millionaire, you 
must tend your fields late into *t 
the night If ypu were mapped, 


4 


Nest Egg or 
Chicken Feed? 

You need to buy only one 
ch icken to start bu xlrimg your j >^our wife' wou Id (c avc you' 
poultry empire A full grown cf you'always came home^ery 

chicken produces pnd egg ! /fate Players who^want to 
every day, proyided you feed go Jo! the t>i^T bucks rpight 
It and keep it out of the ram / 6e happfer living/the Stogie" 
You can selhtfte ,egg for 56 ! life Perhaps you qarT get 
gold places or places it in the M married aftep^ou^earn your 
meubatoi and, raise chicks ! first-mi I lion., 

Tfife only disadvantage to ' 
teedirfg chicken* is thaKa full : 
hen house coiyumes^ the ^A HOYSCl My 
samp amount of food as.a sta- FftYffl-ftOftl JOY ft 

bfe ful I of cows jAe most you \ 
can earn fronra coop full of 
eggs Is a measly 600 gold 
pitce c per day You'll collect 
an additional 500 gold pieces 
for every chicken you sell, « 
but this strategy reduces your 
egg revenue Your best bet is 
to add chickens into your bot¬ 
tom line when you have an 


abundance of fodder to feed 
your flock 


Social life? 

Wftat Social life? 

Your sprouting crops will 
keep you out of the town dur¬ 
ing the daylight hours most of 
the spring and summer, and- 
most of the town will be 
asleep by the time the shipper 
arrives to pick up your pro 
dure This isn't a problem if 
you're trying to date Eve, who 
works at the !nn during the 
evenings, but you'll be 
stymied if you to meet 


Hoysc! 

You'll find a foa! during your 
first winter at your ranch 
When your horse matures 
you'll be able to load him up 
with a saddle and saddlebags 
Many players fail to realize 
that the saddlebags serve the 
same function as the shipping 
box Instead of lugging all 
your produce to the shipping 
bin, load the vegetables Into 
your horse's saddlebags Now 
you won't have to waste ypirr 
time running betvyecn the 
shipping box and your fields 
all day long* jr/ 


X 



Your sadrf'ebags serve the* same 
purpose es the shippinghox This 
It am cuts down on the* time wast¬ 
ed running across the fields- 


DIARY OF A MILLIONAIRE 
THE FIRST YEAR 

| Monday. 1st Day of Spring— Spent efctirc day meeting 
new neighbors No way to get around it 

Tuesday, 2nd Day of Spring— Planted radishes and grass, 
cleared entire parcel of land m one night! 

Wednesday, 3rd Day of Spring through Saturday, 
6th Day of Spring—Ran to the forest and picked wild 
grapes and herbs, then bought seeds whenever I had money. 
Watered crops and tilled fields at night. 

Sunday, 7th Day of Spring— Harvested first radish crop* 

1 did the math and found out that potatoes make more money 
than radishes, so 1 m going to concentrate on growing pota¬ 
toes for the rest of the season Started saving up for a com ^ 

Monday, 14th Day of spring— Bought first and only 
chicken Til raise the rest I have a field full of potatoes now. 

Thursday, 18th Day of spring—Used revenue from pota¬ 
toes to buy my first cow* 1 also bought a brush, but I'll waif 
until my cow matures before I spring for a milking machine. 

Tuesday, 23rd Day of Spring Today was the Flower 
Festival, hut I didnt spend a lot of money trying to impress 
people. One bottle of perfume is quite a chunk of change, 
and I’m saving up for another cow 

Wednesday. 1st Day of Summer— Went to Flower Shop 
and purchased corn and tomato seeds Stayed up late and 
planted and watered every seed 1 bought The sooner 1 get 
these crops growing, the more money I’ll earn 1 

Friday . 3rd Day of Summer— The Livestock Store keep 
er won t sell me any more cows until I grow more grass t 
spent a silo full of cash on grass seed at the Flower Shop. 

Friday. 10th Day of Summer— Harvested first tomato 
Crop Watered the plants I picked so I’ll get another batch of 
tomatoes growing soon. 

Monday, 13th Day of Summer— Harvested fix^t corn 

crop, and my tomatoes arc ready to pick again 1 1 m spending 
all my daylight hours in the field. 

Monday , 20th Day of Summer— Bought a Sprinkler at 
the Hardware Shop! Now it takes less tunc to water my 
plants, but I still spend all the daylight hours picking 
produce, so I'll use the sprinkler at dusk. 
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VEGETABLE 


HARVESTS PER 
SEASON 


EIGHT-SQUARE 

GROSS 


SEASON GROSS 


Pick Your Poison 


j? Deluxe Log Home, which wil' 
. save you 15,000 gold pieces 
Single guys can stay out as late 
i ;^s they want to, too If you're 
f planning on getting married, 
l you can use some thnfty dat- 


ddrt't see i Jjofif potential, 
don't buy the item Another 
way to save rhon^y is to 
remain uftfnarnt*d/ Staying a 
single guy means that you 
won't have to ordeMfie Super 


During the fall you'll find a You'l save money it you trim 

variety of mushrooms in the the corners on youf overhead . 

nearby forest The shipper costs Monitor your ^rass seed 
will pay 150 gold pieces for ■ expenditures Your silo wiH 
normal fungi; but he'll pay ! hold a Maximum of999*ales^ 
wen more if you pick poison '•j If your dairy and chicken epop 
mushrooms You can find a arc at full capacity, you'llneed 

poison mushroom in the/*" 832 bales to gefr’fhrough the \ 

enough,-Y°u can stuff three* " MilfRtt l 

poison mushrooms into the ; g J# 
bin before 5*00 p m Picking _ F'^^^ i rTrr 
three poison mushrooms \ Don t buy more grass seed than 
each day adds 600 gold ! wd Your silo can hold 999 

pieces to your coffer 

winter Grass seed is the most 
■ - — ^-gV!-mnm\ exf>efisivc lterT1 ln the Fiower 

^ la in sh ° p; ** d ° n,t waste m ° ney 

4 I I unnecessary items Money 
. I JmLM H/f doesn't grow on trees, so you 

probably shouldn't give 
20,000 gold pieces to th.e y 
rough looking guy wearing a 
black mask who shows up^try- 
?ng to sell you a^ money trde 
Use cnm&on sertspwhen you 
make your-purchaies you 


Spring 

Cave Herb... 

Fish. 

Wild Grapes .. 

Summer 

Cave Herbs . . 

Fish . 

Southern Fruits 

Fail 

Cave Herbs .. 

Fish. 

Mushrooms 

Poisoi^Mushroi 

Moon Flower*'* 
i . 

Whiter ,i 

Cave Herbs .. .y ^'.... . X- -200 Gold Pieces 

✓ yr S f 

^*One Moon Flower will groVv only between the 10th and 
the 12th of Fall. ^ s'' ^ 


200 Gold Pieces 
200 Gold Pieces 
150 Gold Pieces 


. . .200 Gold Pieces 

.200 Gjbld Pieces 

i\ . . .150 Gold Pieces 


jJSOO Gold Pieces 
200 Gold Pieces 
.150 Gold Pieces 
.200 Gold Pities 
.600 Gold Pieces 


Soil poison mushrooms to tho 
shipper for 200 gold pieces \bur 
girlfriend likes to cook the normal 
mushrooms Save those for her 


ARE SPUDS THE DUDS? THE MATH FACTS 

So if the shipper pays you more for potatoes than for radishes, you'll earn the more money just growing tons of potatoes each 
spring, right? Ye* and No. It takes four days for radishes to grow big enough to be picked. It takes nearly a week for potatoes 
to grow. In a 30-day season, you'll harvest radishes seven times. During the same period of time you'll barely harvest your pota¬ 
toes five times. While radishes gross 5% more in revenue than potatoes, the seeds for each vegetable cost the same. Your radish 

profit melts away when you 
add in the cost of buying 
your extra bags of seeds. 

When you figure in the 
expenses, potatoes give 
you a net profit of 11% 
over radishes. Spods are 
the veggies millionaires bet 
their money on in the 
spring. Ready for more fun 
farming facts? The chart to 
the right outlines the gross 
profits for one season's 
worth of earnings on an 
eight-square area 


■ can pick more veggies awry fkree days 


FORAGING IN THE FOREST 
YOUR BOTTOM LINE 


f 




































The forest has the gifts you need 
for free 1 You can find something 
here year-round. 

mg strategies without looking 
like a total tightwad Never 
buy a cake or purchase flow 
ers If you want to give your 
date flowers, pick them in the 
forest Don't waste your 
money on the Flower Festival 


impression/by giving 
girlfriendySiLven or eight 
gifts you find ;n the forest The 
forest has-everything you'll 
need to make her happy 
throughout the year Pick flow¬ 
ers in the spring, southern 
fruits in the summer, mush 


rooms in the fall, and cave 
herbs in the winter Your girl 
friend will be grateful for any 
gift from the forest except poi¬ 
son mushrooms Do not use 
the crops in your fields as gifts, , 
since thus reduces your earn¬ 
ings potential If you're trying 
to win Eve's favor, you can . 
deliver any leftover harvest to 
her at the Inn at night You can 
also take gifts to Erin here dur- y 
mg the spring and fall Yqur 
dates won't care how mucji 
you paid for you / gift-it's the 
thought, not the cash, that 
counts Aftery/ou're married, 
,ybu'll ne^d to keep prdvidin| r' 
' dailyyffresents to make your 
! r WiTe happy, especially if you 
nfap *tfn having 1 kids. Frugal 
y farmers find foat Jfips to the r 
forest expend valuable time, 
^•especially since si\\ their' \ 
choffcs must be done before 
\ sunset Ipyou have to cut into 
your claily^ revenue to find a 
Kgift, the least expensive gift 
5 you can bring your w;fc is an 
! e 88 Eggs produce the lowest 
i amount of revenue on your 
farm Since the chicken coop 
is dose to your house, you'll 
x hard ly spend any time running 
; between the buildings Money 
} can't buy you happiness, but 
• an egg a day will 


Tuesday, 28th Day of Summer— Its dmost the end of 
the season, and I have more crops than I can possibly pick in 
a day. Since corn is my bluest cash crop in the field l'U pick 
all of it before I harvest my tomatoes. 

'Wednesday. 29th Day of Summer— I went to the Flower 
Shop, bought a to of grass seed aid plaited it today. Grass 
gro rs in the spring, summer n-d fall, hut I just learned that T 
can’t plant it during the fall or winter. 

<ursday, 30th Day of Summsr- The Shipper just col- 
rued the last harvest of the year. 1 gave all of iny remaining 
/egctsihlcs to Eve at the Inn. 1 think she really likes mel 

Friday, 1st Day of Fall— The harvest is over. I'm selling 
most of my chickens to the Livestock Store Not only will 
this give me additional revenue, but it will cut down on the 
consumption of my silo supply so 1 can buy more cows 

Thursday, 7th Day of Fall—I’m taking care o£ my cows •; 
and chickens in the mornings and picking poison mush¬ 
rooms the rest of the day In the evenings I cut grass so I’ll 
have plenty of food m my silo this winter 

Monday, 11th Day of Fall— Found a Moon Flower today! 
Its worth 600 gold pieces! 

Tuesday, 12th Day of Fall— Went to the Harvest Festival 
I was supposed to bring some sort of food to the gathering, 
so I saved money by picking mushrooms on my way to the 
town square 

Sunday, 1st Day of Winter—Snow blankets all of my 
fields and I can't harvest any more grass until spring I own 
twelve cows, which means that I’ll need 360 bales of grass to 
feed my herd this winter. I sold some more chickens to cut 
[ down on feed consumption Found a foal today* 

[ Tuesday, 2nd Day of Winter—Kite* I milk and feed the 
" cows and chickens, I head for the cave m the forest to collect 
herbs. If I found a shortcut, I might be able to squeeze in 
three trips to the shipping bin before sunset 

Saturday, 7th Day of Winter— There was an earthquake 
today* My farm is a mess and I’ll spend all my evenings 
mending fences, hut I did find a new shortcut to the forest 
cave—and all I had to do was tell tbc truth* 

Monday , 30th Day of Win for—Tomorrow is the first day 
of spring, and Im ready to have my most profitable season 
■fe ever After the News Years celebration. I’ll run to the store 
in the morning and buy enough potato seeds to keep me 
planting until summer 
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MEMBER IDENTIFICATION # 


Spirit ITIoda 

Spirit Modn grants you invinci¬ 
bility and slows down the 
game's notion. To activate this 
mode, enter THSSLKSCL as 
your password 


WWW 

tm 

hlVr 

pam* 


Fun Passwords and Cheats 

If it's Tuesday and laserToting raptors are dewing your 
heels, then it must be Turoks Dinosaur Hunter! The follow¬ 
ing passwords allow you to access some fon effects. To use 
them, first highlight the Enter Cheat option on file Options 
screen and press A to make the Password screen appear. Use 
the Control Stick and the A Button to type in a password, 
then highlight Enter and press A. If the password is valid, a 
message will appear telling you that o specific cheat has 
been activated. Press A to return to the Possword screen. 
You may now Use fire Delete command to deer the screen 
and enter another password. You may enter as many pass¬ 
words as you wish. When you're done, highlight Exit and 
press A to return to the Options screen. 

You'll now see a new Cheat Menu option. Highlight this 
option and press A. A list of all file cheats you activated will 
appear. Highlight each one and press A to turn them on and 
off. Keep in mind that some cheats may not work together. 


cr>T r fl chcht w; 


Gallery. Pt. 1 

To oee a 'rogue gnllnry* of the 
nnemy chnrectore, first color 
THBST as your password. 
Now nccess the Cheet Mnnu, 
highlight Gallery nnd press A. 


THB5T 


rxiT 


Gallery. Pt. 2 

You'll oow be able to scroll 
thronyh a roslnr of tho gome's 
vil Inins Use the Control Stick 
anil venous buttons to znom 
it, zoom out and rotate thn tig- 
nres Press Start to exit 


Credits 

Tn watch the eredits cinnmo 
scenn, First entnrFDTHMGS 
es your password Access the 
Cheat Menu, highlight Credits 
and press A. Press Stnrt to 
return to thn Cheat Mnnu, 


Disco ITIode 

To aetivnte tho Disco Mode, 
nnter SNFFRR as your pass¬ 
word. This duplicetos thn 
effects of the Spiritual 
Invincibility itnm end causea 
all enemins to dnnee m plncef 


Look For fTlora 

The gnmc will n word you 
other possword cheats for 
neenmplishing certain toaho. 
Coocentrata oo fioishmg tho 
game ood collecting items and 
see what happens.. I 


Pen G Ink ITIode 

r The Pen & Idi Moda erases all 
H - * of the snrfnce texture and 

color off the game's graphics, 

, leaving a "wire frame" behind 

To nctivatn this mode, otter 
DLKTDR as your pasnword. 
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Play Rs Other Cherecters 

Here's a simple code that will allow you to play as other 
"friendly* characters in the one-player Vs. Mode- After you 
complete a stage, press and hold X and Y during the cinema 
scene. A Player Select screen will appear before the next 
match begins. You may now select any character you've res- 
cued so far. If you use any character other than Yoshi and 
lose the match, that character will disappear from the Player 
Select screen. After you enter the code, the Player Select 
screen will appear automatically before every match. 


Bust the Ghouto 

Mario Kart 64 is home to three very speedy spectres. To 
make the special Coarse Ghosts appear, complete Time Trial 
runs on the tracks below. If you meet or beat the times indi¬ 
cated, a Course Ghost will challenge you on your next run. 


Time 

1:52.00 

1:30.00 

2:40.00 


Course 

Luigi Raceway 
Mario Raceway 
Royal Raceway 


lAPTiME 

iAPtantrs? 

iAPSOffSTS/ 

TGTMOMTM 


w* 


If you lose a match, you'll laa 
that character. 


You'll be able to play aa any 
charucter you've rescuad. 


Now you'll have some ghostly 
(but tough) competition' 


Complete a lime Tiiel run at ai 
below the tima indicated. 


Slippery Floors 

Here's a code you've probably activated from time to time, 
blit you may not have known exactly how you accomplished 
it- To make the court slippery, press the A Button seven times 
on the Matchup screen. This code gives the phrase, "Getting 
waxed," a whole new meaning! 


Supar Bouil Ulin 6 Short Quarters 

To see a generic version of the Super Bowl win screen, press 
A, Y, A, Y and the L Button on the Game Setup screen. If 
you'd like a really quick game, highlight the Quarter Length 
option on the Game Setup screen and press Y, A, Y, A and the 
R Button. The quarters will now he set at 15 seconds! 


until the game starts, that is 
You won't make the playoffs 
with faotwoi k like that! 


You won't have any indication 
that the code has been 
enteied correctly.- 


With shoi t quarters, it will ha 
really tough to scare. 


You can revel in the glory with¬ 
out thiewing a single pasa 




















Cargos Galore 

We have a few more goodies on tap for everyone's favorite 
gargoyle. Cargos doesn't have many combos, but then again, 
he doesn't need 'em! 

Qpensre 

To open a comho. use a f IfmKv * f ' WP 

Onsh {Forward, Down-Forward, j 

Oown, OowtvBnck. Bach and ^ 

Medium or Fierce Kick) or a 

Pounce (Beck, Oown-Bcch, r ^rfi 

Down, Down-Forward, Forward ^ 


Fight! 

It wouldn't tie pro hockey without a little rough stuff down 
on the Ice, but this Is ridiculous! To guarantee that tempers 
will flare, go to the Options screen, hold the L Button and 
press the following buttons: right C, left C, left C, right C, 
bottom C, top C, top C, bottom C, left C, right C, right C, left 
C, right C and left C. Now start your gams as usual. If you 
entered the cods correctly, the players will fight almost con¬ 
stantly. Just trip or check an opponent to get things rolling! 


C AAr/kiv, 
rircAnir 

?«v 


Link/Prese/Throui 

A single move douhlee es 
Gorgoss Linker end Pressure 
Move Forward end Fierce 
Kick. To throw an opponent, 
move in very close end press 
Forward and Fierce Punch. 


.*fp bcitaS' ■oo&unuri 


A message will oppuer if the 
code is entered correctly 


Oh, it's just enother dev in the 
NHL,.or is it?! - 


Breaher/Thrnugh 

Use the Clew Uppercut 
iForwerd, Down, Oown- 
Forward and Fierce Punch) to 
breek an opponent's combo. 
Use the Pounce move 
{described above) to sal 
through e projectile attack. 


Double menu Code 

Back fn the Volume 92 Member's Only Special, we printed 
two codes that wHI give you access to two special option 
menus. This code will give you access to both of these menus 
at once* As the text on the demo screen scrolls by, press 
Block, HK, LK, Run, IP, HP, HP, HP, LP and LR You'll hear a 
voice say, "Uh-huh," if you enter the code correctly. Now 
you may go to the Options screen to access the new menus. 


Sample Combo 1 

For a four-hit Super Combo, 
start off with e Medium Kicti 
Dash es your Opener, followed 
by o Quick Punch or Quick Kich 
Auto Oouble end topped off 
with e CJew Uppercet os the 
Finisher. Short hut sweet! 


Sample Combo 2 

For e slightly longer combo, try 
this formula. Pounce + Medium 
Kich or Medium Punch -i- Clow 
Uppercut Once you hove this 
down, try to build longer com¬ 
bos try adding in 0 Linker and 
thee another Auto Doebte 


The eew menus will appear 
as question marh icooe. 


You’ll be eble to turn ep the 
juice in more ways then one! 












Rooftop Court 

If you prefer t more drametic 
setting, head to rooftop court 
by pressing Left, Left + Y, Left 
end Left + Y. 


multiple Cheats and Codas 

First, an apology. There's been some confusion over which 
codes work with the Super NES and N64 versions of NBA 
Hangtime. Here are all the codes we have for the Super NES 
version. Except for the Team Photo code, all codes are 
entered on the Matchup screen, and some work only in Two- 
Player mode. Tune in next issue for N64 version codes! 


Jungla Court 

To head to the jungle, prase the 
L Button, the R Button, Select, 
Stmt. Up, Dawn, A, B, Y and X. 


Fast Passing 

Stealth Turbo Meter 

Maximum Speed 

No Pushing Allowed 

Unlimited Turbo 

Hyper Speed 

Maximum Blocking 

Quick Hands (Maximum Steal) 

Maximum Power 

Legal Goal Tending 


Ho Tag/no Resist 

Press Loft, Left, B end the R 
Button to switch off the Tag 
Arrows. To turn off the 
Compute i Assist option, press 
Bight, Bight +B, Right, and 
Right* B 


Championship 

To see e “cheer version of the 
Championship screen, press 
Steit, Y, Right, A, B, Up, Start, 
Up, Down, Down, Start the L 
Button, A, Down and Down. 


Pouisr Specie I 

For e combination of Unlimited 
Turbo, Hyper Speed, Max 
Block, Max Speed and Fest 
Passing, praas Up, Right, 
Down, Left, Stert, A, B, Y, X 
end Select. 


Team Photo 

To see e photo of the NBA 
Hangthne development team, 
entei "FunconT ee your name 
end "1993" es yoor PIN. 


City Court 

II you'd like to ploy a pick-up 
game far eway from the cam¬ 
eras and the crowds, press 
Dowo + B, Down, Down + A, 
Down, Down + X. Down, 
Dowo ♦ Y and Down. 


nintsndo Pouisr 
Clssaifiad Information 
P.O. Bom 97033 
Radmond. UIR 
98073-9733 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! 
We'll print your sttdf alongside the pros' codes. So what arc you waiting for? 
Warm up your brain pans, crack your knuckles and press those buftons! 


ci&sstims 

liaiM-MAHOfl 












no DcvnuTSii 


Olaf's prodigious am>etite, and suspect 
reading skills^ doom trie three Vikings to a 
second adventure when he misreads a 
"Don't Touch" sign. As a result of pushing 
the button beneath, the sign, Olaf and his 
Viking mates end Up in Transylvania, arid 
thpy daft t get afty donuts. In order to 
return their own epoch ?nd ship, the 
Viks must puzzle their way through 31 
stages in five time periods. And all the 
white, the evil Jomator is hot on their 
trail, thirsting for revenge. 


Erik, Baieog and OiaMfhose bumbling 
' Vikjngs—have returned to the Super NES 1 
only to find themselves lost in time and pj 
space once again..Thanks to interplay and a Rj 
new publisher. Big Bain, actidh/puzzfe fans [* 
will haye 31 new stages of Viking adven-' • r 
tures to master and two newitfiaracters who I. 
join in the fray. So grab your shield, loss a ,. t g 
spear and a barrel of pickied herring in the" 
longboat, and geT ready, to set sail for hilarious 

with The Cosf Vikings 2. 


\33> 1997 Br^Rinn 
>19 iSIntarp^y 



























THE LOS T VIKINGS 2 



LosmG n uiKinG 


BALEOG 


The »Vi kings just don't seem to be able to stay together. often send one Yik off to'a different place. When this hap 

Malfunctioning Time Machines and incompetent helpers pens, the third spot is filled with a new character. 


Ring the wolf .(who should not be mistaken for a i defcr or a 
platypus) joins the Vikings in Transylvania whtrehe has 
been trapped in a cave. His great skill at jumping, and his 

sharp dews become 
valuable .tools once he 

Ji v? y 4 V joins the party. 


In the world of fantasy, the Vikings team up with Scorch, 
a fire-breathing, flyieg dragon. Although Scorch has never 
lived by the sea, it seems that he would like to check it out, 

* 1 1 h I *° P romi * es to 

1 .help the Vikings’ 

V * I reach their ship. 


Fang cat jump beck and 
forth between walls to 
reach higher areas. And his 
claws dig into the rock, 
allowing him to slide safely 
dowt walls 


While flying. Scorch can 
teach very high eieas. 
His hamiag biaethcen 
damage enemies end 
activate terget switch¬ 
es, but its'hit detection 
range ie email. 


The Norsemen each have special new modes and moves use most of the modes in the first world, Transylvania 
to help you solve a range of puzzles. You'll learn how to After that, you'll have to experiment. 


With his jet boots firing, Erik can 
read* hlgh ledges and areas. He can 
smash walls with hisTtdmct, as well. 
The helmet also acts as a scuba mask 
so he can swim. 


Olafs shield allows him to block 
■ 

attacks and glide*through the air. He 
cart shrink, as tfcll. A blast of Olaf s 
gas gives him A short boost and it can 
vaporize blocks beneath him. 


Fierce Balcog attacks with a sword or 
his bionic arm. The arpi can extend to 
pick up objects or to act as a grap* 
pling hook when there is. a‘crystal 
present. 


Olaf can get smell end pess through tight 
spaces, and he cai destroy floor blocks 
with a wcll-pleccd tant 


Beleog swings over fire end &her hazards 
with his bionic arm Tha same arm can be 
used to attack enemies. 


Jet-powered jumps help Erik reechlhe 
heights He can haad-biitt overhand 
objects as well as waifs. 


SUPER NES 












































TRflnS¥LUBfllR 


I'jUjii/'J'jni 


pnnTflsv 


PIRATE SHIP 


UiajnDiK 


The seven stages of Transylvania serve itw 
the Vikings. Messages along the way teacMn basics of 
Viking cbrrt/ol ond are designed to case v»V into the 
puzzle-solving element of the game. In e^h W 

most collect the three objects shown to the%ht: a vyMj, 
an eyeball *and a mushroom. A friendly witch user these 
items to concoct a-magic spell to send the Vikings back to 
the Time Machine.-The spells never work, of course. 
Although our map coverage doesn't begin until the later 
worlds; you might ran into trouble in Transylvania. Keep 
each dharacter's.speeial abilities in mind when you face an 
obstacle. When in doubt, send Olaf first to block attacks. 


Ola! can block tire trom m 
front or above white bis 
companions move sately 
beyond tfia danger. The 
Vikings can stand an Olaf a 


Ihe second world is filled with knight* and dragons and 
the first truly 'trying puzzles. In some stages, you'll use 
Scorch or Fang when one or another of the Vikings has 
been lost. Although the really tough areas are to be found 
in toe Jungle and Future areas, here are a few tips to keep 
Vou going in the second world. In toe third stage, Erik mpst 
butt the stones from toe left to get the Gray Key. Once a 
bridge is in place over the spikes, you can bash the stones. 
In the fourth area, use-Eang to make repeat jumps up the 
chimney above the spikes. His first jumps takes him to the 
upright bridge. In the final stage, use Olaf to block the 
attacks ofthe knight and wizard above the double geysers. 
Then, bring Baleog in behind Olaf to attack them. 


The puzzles really begin to burst brain cells in this world. 
Cannons are firing, parrots are squawking, and a crew ot 
orfiery mates will shiver your timbers .if they get the 
Chance. Fortunately, our Vikings know their way around a. 
ship. But if you're not careful, they'll be syringing from the 
rigging and walking the plank. The following tips should 
keep you high and dry. In the second stage, Olaf must take 
a running start and use gas to jump the higher gap 
.between ship areas and reach the gypsy. In the third stage, 
Erik must jump off Olafs shield in toe elevator shaft, then 
jump up to the top ofthe elevator to remove the chain and 

allow Baleog to come dowm. _ 


II Baleog is to reach this 

Crystal m tha first stage 
be must be steading o' 
Olaf a shield. Many p■' 
zles raquirc taamwor 




















































r OJaf tikos An transport 
tt the J tht blacks, 
fasts thorn, then push** 
the gray stout onto tht 
switch batow, which 
rtit jvtsthi eim.Now 
yur * «»* # H# geyser to 

jet Olaf aid Balaog 
•pward. 


THE LOST VIKINGS 2 


THE JUriGLE 


Heart of Darkness 


Dark mysteries awaitthc*Viku\£s in the six jungle 
stages. The maps and tips on the next few pages 
w-ur maJ<e the difficult passages in Tha |upgle and 
The Future worlds much easier/ but Vve didn't 
have space to cover every switch and pulley. I 
One of the new dangers you'll face here is the' 
darkness.* If you. have a torch, youll.be able to I 
light up the dark areas to continue your quest. In 
other areas, you must perfectly time jumps past I 
flaming jets. Oh, the horror, the horror. 


Torching It To 6 et the bomb that bhsts the wall to the right* 
of the pulley lift, you need a torch so that you can see in the 
dark. Erik can swim to the torch and letum rt to Baleog or Olaf. 


Tht two rian- 
gtrs Erik facts 
■rt tht mice 
and the spikts. 
Spttd up bis 
breaststroke 
by pushing the 
B Button. 


Ah, the horror of the 

dark jungle. In the 

first area of the 

jungle, the Vikings 

must collect their 
■ 

mojo tribute of tusk, 
voodoo doll and skull. 


Mad Bombers 

After collecting the bomb 
from the dark area, one Viking 
should place it against the 
stone wall shown'here, then 
get back on the pulley lift. 


Attar placing the bomb, ran away 
and watch it blow Next Baleog 
must asa his bionic aim to hit die 
two target switches above the 
platform Only while riding the pal- 
ley lift will BaJeogJie abla to liae 
up the shot 


Up arid Away 

How do you get past the beun above th* spring 
blocks? O’ i st irts it all by gliding down to the - 
cave with the transporter* 









































Hard Times 


Harder Times 


Drop the Block 

Erik can reach the trigger 
block near the beginning 
to drop the gray block. 


The Old Switcheroo 
Fan s hits the' plant and 
runs back to the -switch. 
Erik sprint from the switch 
to get past the plant. 


Erikiet jumps to the logger 
switch. Diet destroys the lower 
layer of blocks Fang props up 
to attack the enemy above 


Burn for 
Baleog 

While Baleog swings 
from the closest crystal to 
the pldnt, Scorch bums 
the plant. Quickly switch 
to Baleog and swing over 
to the ledge. 


Bangin' With Babog 

ileog swings from the crystal until he t 
jump to the rope. St aiding on the rope, he < 
reilc h the tai^et switch with his bionic arm. 


Scorch lets loose his tire 
from the fur side of the 
plartt Now it is sets for 
Boleog's leap. 
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THE LOST VIKINGS 2 



Lost With Wolf 


Boy Oh Boy 




He's Not Heavy 

Baleog can bv lifted 
up to the top of 
the map if Fang 
and Erik counterbal¬ 
ance him on the 
opposite pulley. 


Fang returns;for another inter ring round of 
brain teasers. Try to keep your team together 
as they move through this levd. 


Fang's L.ad 

• I 

Fang helps his p is by 
making a multiple jump 
up to the elevator. Then 
go to the w irp. 


Erik can head¬ 
butt th* blocks 
above $• the 
brid|e switch 
i&accessible 


Baleog. swings injo action in this level 
along with Olaf and Erik, 


Swing High 

Baleog swings from the 
crystals to reach the 
Red Key, then hits the 
target switches below. 


Baleog The Bomber 

Only Baleog* can reach the 
bomb. Lt iVtfthc bomb ndjump 
on tfa^ pulley at the Nf. xojid. 


The'target switches ecu 
rate geysers. Use Erik to 
jump from the geysers to 
the items above, 


1 


If 





































































Homeward Bound? 


TUB FUTURB 


After using the irons- 
porter to open the dou¬ 
ble green doors, Frik can 
move below Fang to 
light the way. Hell also 
be prepared to get the 
Gold" Key. 


Fancy Flying 

Scorch has a tough task ahead. First, he must 
down to retrieve th i torch, then 
Itc must fly back up to his compan¬ 
ions. There's no trick to it, but flying bat* 
- ___ won't be easy, 


With Enk m position below, 
Fong can move to the floor 
switch that opens the doors 
that leed to the Gold Key. 


The future is the end of the journey for the Lost* 
Vikings and their 'friends. Your mission Is to 
find missing transporter pieces for a future 
rebel named Conroy. To’make your;woy 
through the base, you'll need to find Key Cards 
and electrical switches of many types, includ¬ 
ing laser beams, instead of fire, streams pf 
fclettrical current block mony paths, and some 
areas have force beam* that pull you toward 
your doom. In the final two levels, you’ll Have 
repeated battles with Tomator before you final- 
lv cet to mi Home. 





































THE LOST VIKINGS 2 


Shock Treatment 


HOD. 


Tunnel Vision 


Baleog's Ride 

llalcog must ride the 
platforms and hit the 
target Switches over¬ 
head then swing 
between thecrystals. 


Erik, Bateog and Olaf help you ^et over 
future shock in the first level. Just .remember 
to not feed th«£ aliens. 




?>fW| 


Once Olaf blocks the gr»-en beam b dow* Galeog can hit 
the tir-et switch that extends the bluu beam. 


Swinging in this area is made doubly 
difficult ry currants of electricity 
Take out the robot iiefart swinging. 


rower^d Flight 

Although it may not seem possi¬ 
ble, only Olaf's gas-powered 
tii^ht will make it ^.fcross the gap. 


ri Eri ^ F ' r _r «d Olaf f m up for fun 

™ * 9W on this level. This future world may 

be in ruins, but at least they still have cheeseburgers. Olaf leads the way. .. 


Once ha fl oats across. Qlaf can stand 
in tha beam that switches of f the 
electrical current. . . 


SUPER NFS 

























Are We Going Home? 


Use the geyser to etc ite 
downward momentum. 
Duck into th«= tunnel 
below. 


Beam Watch 

While Olaf breaks 
the beam below the 
block, Erik can reach 
the witch above. 
Just watch out below. 


As the Viks fall, aim to Iht 
right tint, th ;n move into 
tht twin'll on the left. Sand 
(Hat first tr cut tha current 


Scorch return, to help k5aleo« and Erik 
through this cunnjng mare. Teamwork 
is essential. 


Stop Action 

Baleog falls when the 
platform opens, so push 
Select and choose anoth¬ 
er guy fa bit the switch. 


Back And Forth 

Oner -breaks the'target, go to tht green 

beam. Scorch pushes *t red button so Erik can bash 
the ceiling below. Now Baleog takes the Red C ikL 



































THE 10ST VIKINGS 2 


Bad Boys 


Tomator Sauce 

Fang, Scorch, and Olef 
each grab a thermal det¬ 
onator from Tomator. 


Ttv_ Vikings ar almost home, but Tomator 
has caught up to them and will try anything 
to k*ep th**m from foiling him a second tirafe. 


In enqh battle, youmifst take 
the bomb and drop non 
Tom alar's head. Olafs shield 
provides protection in the end 


Stewed 
Tomator . 

Olaf should hit the r.ed 
hi u ?n on the left to moke 
Tomhtor drop a bomb. 
Get the bomb, drop it on 
Big T, then zap him with 
fire on the right side. 






’ Tomator Is Pasted . 

♦ 

b Tote the Vikings t in return home, each one of the 
thici Vikings must fc^atthe boss. Olaf, as described on 
the left, bombs’ bums and'electrifies Tomator into sub¬ 
mission. Erik u:es his hard-headed approach to knock 
Tomator into the water. * deog must 6 et clow enough to 
use his sWord for a slice and dice attack. After that, fit's 
time to go home for good. 


Drop the bomb on Tometor's 
head by gassing across the 
gap to the ledge With the 
geysar. 


SUPER NES 










































U ~ ~ ffiSfl! 1 ' 0W ^ as ' can you mix anc * bloc ks in 1-player, Tine 

11 jH ^^a ,ri 'l mode? Star: your g^me at the slowest speed, choosr 

I^ CLjr ,l1Vl>r re Ttf is A*teck chaiacUT ard lip out Remembei 

"* in * C ' ia ' nS are your licl,<ei f0 l ^ e top o the sc or i-ooai d Keep 
practic ng, btcause it's very likely that ‘\ w rming score 
BWIII^B^^B88SBSgiHM8l Will be a five-dig t number If you don t believe y$> check out 
our scores on the left*,Want a hmft Scroll your stack tp the top of the screen before you 'Start The top 
25combo composed will win four Super Power Stamps, good for cash off Super Power Supplies 


Jordan DiCarlo of l*ak * Pcfikskill, New York, nailed the top 
time of 2 . 02 , 1 


; or six r ips .round Sunny Beach, but you 
have to wqpddr if he's even gorng to place in this month's 
supc r-tou^WiVd Race 64 Challenge. Perh ps ft's your turn 
to fmisjS'jbn top of the Arena podium. Blast six quick 1 ips 
through'the choppy whitecips surrounding M Tine Fortress in Time Trial Mode If you'r on. of the 
2, r % 'Ye warriors with the Lust times, you'll sXim away with four Sup .-r Power S» mps. 


MAX P 


Br.a^ r K.$F id v € tk New, s » 

deb fleftgo that's out of this world' What's your best tin i HI,-- 

ft ^ P ftl. of Noth i a S ii Wars Sbadbv of th. Tmr u ? 

Of L -m ,'Br bought w. shoi Ido 

E^syModt. Easy Mode?l This is the Arena- -the showcase for P 

ihe-b^t j idi warriors in the umverse! Set your difficulty level on Herd, tnp all the walkers, and mail 
us a photo ot your best time. The 25 latest Rebels w th all three challenge poim&wiVl soar oft with 
four Super Power Stamps ^ '^■*£3'— - 


CHALLENGF #1 


TETRIS ATTACK 


WAVE RACE 64 


MK< 


CHALLENGE #3 


ffayerr Luke Skywalker 


liW«3 


SHADOWS OF THE EMPIRE 


Ijvntf 


THE TWISTED STRIKE 


The twisted stack of mail just gets higher and higher! Here is the latest batch of wacky, just‘ r or~fun 
challenges s^nt in by readers from all over North America. If we use your twisted challenge, you'll 
pick up four Super Power Stamps-good for cash off merchandise in the Super Power Supplies cata¬ 
log Send in your dubious dare todayi 


How high aiii you score In Tetris^ Allack%^ „ 
endless mode while holding down the Land 
the R Butfgps? \ / \ ^ ^ v j 

— Orvar Cobb HI, Ridgely, S4D “ 

Can you defeat Cargos m Kl Gold while using 
only quick punches? 

—Timothy Smith, Petoskey, Ml 
Hoiv many /aces can you win in Wave /?ace 
64 while doing handstands? 

—Nick Roppo, Franklin Park, IL 


Wliat is your best population score in Sim 
City 2000 , without raising or lowering a 
fond square? 

—Jeff Jacks, Upper Marlboro, MD 

Which bosses can you defeat in Chrono Trigger 
without using any magic attacks? 

—Travis Jacoby, Oak Harbor, WA 
Cjii you find an N64 a nd all the game titles in 
a store in just one day? 

.—Cameron TaJley, Lubbock, TX 


Answers to Volume 95'sSnack Attack Quiz A Ravioli B Radish C Jerky 
D Maqic Mushroom E. Green Watermelon F Brain Food Lund> G CookieH Lurchin 




































Write your name, address and Member Number on 

the back of your photo Challenges in this issue 
must be received no later than June 10,1997 The 
top qualifiers receive Super Power Stamps 


Ihcludp your Super NES or N64 in the photo of yt 

high score Dim thp lights and then take n few pt 
tos without n flash If you re taking a photo of a 
Game Boy, place it on a flat surface 


©KC as DIXIE KQNHTS 
DOUBLE TROUBLE 

Tiwefw {Volume W 
Dom Cr>% Taconw, WA. 3 


Daniel ftfer ,*th. MV 

Unhurt Hayes U w 

Kawdi South Wimi.ior, CT 


SVfBSL MARiOM 

C«4tected TSt Owns m ^>o's HaumU 


CM4.70 
W4 M 
ft:l n M 

0"l4i0 


MAIVS 


NP 


MCMXCVII 


Glenn Graber Mt Holly, NJ 233 

Nick Makowski Grayling, Ml 2 33 

Mike Bird Port Coquitlam, KC 2*34 

S Galloway Tallahassee, FL 4 46 

Josh Taylor Mystic Island, NJ 439 

DKC 3: DIXIE KONG'S 
DOUBLE TROUBLE 

Lowest Time for 103% (Volume 92) 


Kay Cullen 

Dyer, IN 

2:07 

Daniel Llamas 

Van Nuys, CA 

2 14 

Logan Noccrino 

Lafayette, CA 

230 

Roy Martin 

Knoxville, JA 

23B 

Matt Rue km an 

Oak Lawn, IL 

2*39 

Luc Malctte 

Sturgeon Falls, ON 

2 12 

Daniel Mullins 

North York, ON 

2 46 

Roy Deller 

Pasadena, CA 

2*37 

Glenn Garber 

Mt Holly, NJ 

3*01 

Nik Meeks 

5ipnal Mountain, TN 

3:05 

Steve Aubin 

Valnta, ON 

3*18 

James Kenan Jr 

Lacey, WA 

3.*19 

Richard Torres 

Rialto, CA 

3.20 

Alex Corshch 

Scottsdale, AZ 

3.26 

Michael Lackey 

Carthage, MO 

337 

Evan Daily 

Lafayette, IN 

3 39 

B & J Walker 

Bellevue, WA 

3.41 

C. Beaumont 

North Hen*en, NJ 

333 

John Dressier 

Milford, DE 

4*03 

Richard Oreta 

Vacaville, CA 

4*09 

Jared Gecler 

Scottsdale, AZ 

4:12 

Adam Shuler 

Casa Grande, AZ 

4*19 


SUPER MARIO 64 

Fastest Time on Ihe Princess's 
Secret Slide (Volume 91) 
Andrew Burton Seattle, WA 
Ryan Edmonds Spungvole, MF 
J FitZ'Henry Oakville, ON 

Michael Johnson Weatherford, TX 
Ryan Kozar Aurora, OH 

Champ McKiver Redlands, CA 


Issac Rivera 
Hai Truong 
Geoff Tuttle 
Brian Garrick 
Mark Saturmo 


Nogales, AZ 
Gamer, tA 
Fountain Hills, AZ 
Hutchinson, MN 
Fremont, CA 


Jesse Shallcross McHenry, 1L 
Trevor Lillico Winnipeg, MB 


Brandon Dyer 
Joel Szymczak 
Mike Miranda 
Aaron Martin 


013 50 
01330 
0.1330 
0 13 50 
0.1330 
0*13 50 
0.1330 
0.13 50 
0:13 50 
0.13 70 
0 13 70 
G;13 90 
0*14 00 
0 1410 


Ramsey, IN 

University Place, WA 0 11.10 
Philadelphia, PA 014.20 
Durango, CO 014.40 

Brandon Powers North Highlands, CA 0 14 40 
Jeff Giordan Export, PA 01430 

Scott Bauer Stoughton, Wl 0*14.60 
Jason Frbenlraul Kenosha, WI 0 14 60 


Andrew Lui Union City, CA 014 90 

D Wisilewski Seymour, CT 015 10 

Jesse Wilburn Willow 5treet, PA 015 10 

Jon Keeler Grand Rapids, MN 015.20 

Randall Schwarb Macomb, Ml 0*15 40 

Robert Smith Jackson, Mt 015 40 

David Guertin Southington, CT 0.15 50 

Cleveland, NC 0:15 50 

ttloommgdalc, tL 0*15 60 

Houston, TX 0*15 60 

Fall River, MA 015 70 

Franklin, MA 0.15.70 

Oakville, ON O 15.80 

Canton, OH 0:15 F0 

Pelzer, SC 0 15 B0 

Dayton, OH 0 15 80 

Neola, UT 015F0 

Colorado Springs, CO 0 15 F0 
Chassdl, Ml 015 80 

Ottawa, ON 015 80 

los Angeles, CA 0.15 80 

Philippe Poirier lle-Bizard, PQ * 0.15.80 
D Wasielewski Roselle, 11 015 80 

M McGilvary Tampa, FL 015,90 

Frederic 5t-Martin Charleston rg, PQ 015 90 
Jonathan Wfrth Iron Mountain, Ml 015,90 

MEGA MAN X3 


John Ross 
Jan Chan 
Jeff Halt 
Karl Golz 
A Weatherton 

Jamie Allen 
Sandy Brenner 
Michael Clark 
Ryan Hayes 
Ty Hentic 
Josh Kent 
John Lansing 

David Legrts 
Jorge Pineda 


u nSoofehjut 

Laurens, NY 

i nomas ueyesso 

tost unagewater, MA 

Bill Donahue 

Scarborough, ME 

Mark Falkiewicz 

Brick, NJ 

Edgar Felce 

Oriando, FL 

Joseph Foran 

Roslmdale, MA 

<1 Fossati 

North Bend, WA 

Travis French 

Louisville, KY 

Nicholas Godlewski 

Au Sable Forks, NY 

Justin Grimball 

Cottondale, AL 

Joe Hill 

Kenosha, WI 

Stuart Lankford 

Walnut Hill, IL 

Luke Maxwell 

Redd mg, CA 

Matt Monahan 

West Palm Kraeh, FL 

Matthew Myers 

Upper Sandusky, OH 

Patrick Oster 

Gumee, IL 

Josh Prewitt 

New Braunfels, TX 

Ty Rememann 

Sheboygan, WI 

Chris Parker 

Traveler's Rest, SC 

Cole Hubacz 

Barre, MA 

Anthony Hendricks 

Richmond, VA 

Fly Hsu 

Jacksonville, FL 

Mike Schmitt 

Homewood, IL 

Robert Uebclt 

Parkland, FL 

Chad Versiga 

Grand Bay, AL 

Herbie Waters 

Ashtabula, OH 


WAVE RACE 64 

Fastest Six Laps around Sunny Beach 
(Volume 92) 

Jordan DiCarlo Lake Peckskill, NY 2 02 169 


(Volume 88) 

Pascal Lemieux 

St Anloine, PQ 

2-02 377 

Andrew Beckett 

Sheboygan, WI 

Tommy Yoder 

Kidgelcy, WV 

2 02 674 

Justin Berube 

Manasanan, NJ 

John Lansing 

Chassell, Ml 

2.02 840 

Korey Bueng 

Twin Valley, MN 

David Lacoste 

Chateauguay, PQ 

2 02 B9B 

Dean Demakis 

Topsfield, MA 

J. DeSantis Jr 

Edw.irdsvitle, IL 

2 03 013 

Patrick de Jesus 

Springfield, VA 

Jonathan Wirtb 

Iron Mountain, Ml 

2.03 909 

Derek Demeter 

Winter 5prings, FL 

Michael Gyengo Huntsville, AL 

2-04193 

David Ferrandmo 

New Britain, CT 

Sam Carter 

RentonviHe, AR 

2-04 252 

Jon Grove 

Midland, VA 

Kns Hamilton 

Prospect, NS 

2-04 333 

David Ham 

Fremont, CA 

John Reedy 

Elkhart, IN 

2*04 447 

Beitjamm Harrs 

Des Moines, 1A 

Steven Kepner 

Buffalo, NY 

2*04 494 

James Jon 

Cerritos, CA 

Jesse Grimes 

Manassas, VA 

2;04 677 

Judson Lincoln 

Columbia, MD 

Gregory Dawson East Pomt, GA 

2 04 909 

Scotty Lutz 

Longview, TX 

Greg Prtuch 

Aurora, OH 

205 263 

Dennis Masar 

Bayville, NJ 

Ronald Zarr 

Denver, CO 

2 OS 465 

Mmh Tam Pham 

Santa Ana, CA 

Robert Halstead 

Portage, WI 

2 (16 344 

Ward Petroskey 

Bethel Park, PA 

Mike Modlcr 

Pittsburgh, PA 

2 06 474 

Joshua Pledra 

Chicopee, MA 

Mark Goen 

Escondido, CA 

2:06 825 

Brian Quanchi 

Yuba City, LA 

Bn an Cruise 

Waynesville, MO 

2*06 959 

• 

Vinson Ridenour 

Bellflower, CA 

Byron Mayfield 

Joplin, MO 

2*07 323 

Abelardo Rojas 

Los Angeles, CA 

Matt Bums 

London, ON 
Ashtabula, OH 

2*07 726 

Brandon 5henficld 

Omaha, NE 

Herbie Wafers 

2-07 aoo 

Michael Sirak 

Baltimore, MD 

Scott Bowers 

Easton, MA 

2:07 H07 

Michael Stinemire 

Durham, NC 

Bryan Heck 

Carmel, IN 

2:08 389 

Lauren Welker 

Watervilie, OH 

Johny Sechser 

Indinlantic, FL 

2.08.864 

v • "i 


Seth Wing 

San Diego, CA 

2:08 975 

■ 


John Bundner 

Cudany, WI 

2.10.060 



Richard Doty 

Lake Villa, IL 

210122 


Address entries to 
POWER PLAYERS ARENA 
P0 BOX 97033 
REDMOND WA98073-9733 










AN ARENA EXCLUSIVE: 
THE CAME FACE GALLERY 


In Volume 93, the Arena asked aspiring artists to put on their best g 
photos After sorting through a mountain oi entries, we a 
bunch Peruse our gallery, and if you haven't tried mess 
mg up Mario's face, check out page seven in your Sup^ 

Mario 64 instruction manual 


LAUGH IT UP MARIO 


Max Preston 
Santa Monica, CA 


DONKEY-EARED MARIO 


Eric Tang 
St. Louis, MO 


Jeff Postma 
Layton, VT 


CREAMPUFFMAMO 


ROTFLMHO MARIO 

(rolling on w. FW^j-AixafiNr, 

WT HEAD OFF MARIO) _ 


MARIO SLrPPINGTTSTO 
A BI.ACK iTOIAv 


Greg McDonnell 
Oreland, PA 


Kyle Rousell 
Meraux, LA 


Gregory Brooks 

Stony Brook, LA 


M ABTO TELLUV LIES 


Brett Haberman 
Battle Ground, WA 


Omar Dia 
Tallahassee FL 

































































HATS OFF MARIO 


Gabriel Therien 
Montreal, PQ 


Charlie Rasnakc 
Jacksonville FI 


PILOTWINGS 64 


In Volume 91 we isked players to send in their best shots of 
PilotWmgs 64 Some entries were creative while others were 
daring Do you know how Larry Marsh made Wano appear 
on the Hang Gilder stage? How did Matthew Spencer drop 
between the village buildings and pull off his ground level shot 2 
It's tough to take a good photo of a television scrcvn, so we gave 
these aspiring photographers a break on their picture quality 


CRESCENT ISLAND STATUE 


Matthew Spencer 
Honolulu, HI 


ONTHEFAKM 


WARIO 


Carlos D. Torres 
Bronx, NY 


Larry Marsh 
Rio Dell, CA 


MOON OVER MARIO 


DOUBLE VISION 


Brendan Sweeney 
Shaver Lake, CA 


Robert Uebeie 
Pompano Beach, FL 




















































Nintendo Power's Race for the Cold is under way’ Entries for the drawing are 

every day A few of the fastest qualifiers are listed below How did 


whizzing 

they go so low? Pit row is buzzing with rumors about a shortcut on the course 
Find it and you might win a gold N64 Controller To qualify for the draw 
ing, you must to beat a minute and 30 seconds on the Mario Raceway— 

the March issue of Nintendo 


you'll find a*I the details on page 34 
Power One thousand lucky winners will be randomly drawn to win 
an exclusive, gold tone N64 Controller and another five thousand win¬ 
ners will get a limited edition, Nintendo Power Cup Calling Card good 
for five minutes of long distance service Enter before May 15th 1 


MARIO 


New Hope, MN 
Pullman, WA 
Antioch, IL 
Minneapolis, MN 
Bellevue, WA 


Nancy Zinn 
Andrew Zollars 
Dan Pasiewicz 
Rick Morningstnr 
Craig Shih 


LUIGI 


snrsraa 


New Castle, DE 
Allen, TX 
Naples, FL 
Euless, TX 
Pasadena, MD 


Justin Grunes 
Matt Leto 
Cameron Fischer 
Damon Pischel 
Marc Pitonzo 


PEACH 


Michael Philpott Cleveland, OH 
Erik Bush Lake Waccamaw, 

Brandan Lombardo Pleasant Hill, CA 
Jared Lautz Westwood, NJ 
Brad Jerger Ferrisburgh, VT 


sesnETB 


T 


THE MARIO KART 64 NINTENDO POWER CUP 



























TOAD 


A. J. Gray Jacksonville, NC 

Jeremy Hildebrand Ottawa, ON 
Michael Medina Mendota, CA 
Ted Umakoshi Schaumburg, IL 
Adam Williams Rice Lake, Wl 


DONKEY KONG 


Gumaro Contreras 
Andrew Zollars 
Terence Singh 
Wesley Wilson 
Paul Harrington 


Santa Monica, CA 1:26.71 
Pullman, WA 1:27.33 

Edmonton, AB 1:27.37 

Moville, IA 1:29.63 

Fitchburg, MA 1:29.89 




YOSHI 


Mark Rubello Brampton, ON 

Jason Santelli Walkersville, MD 

Peter Solano Jr. Hartsdale, NY 

Regan Snyder Las Vegas, NV 

Jake Sladler Everett, WA 

Aniello Zampella Bayonne, NJ 


BOWSER 


Arnell Lozada 
Bill Buchanan 
Peter Brehmer 
Nicholas Low 
Doug Bowman 


St. Marys, GA 
Morganton, NC 
Madison, MN 
Katy, TX 
Galloway, OH 


WARIO 


02T3D*^D 


Ryan Ross Mt. Pleasant Manor, PA 
Max McMaugh Hicksville, NY 
Brian Wood Surrey, 8C 
Sean Velasco Santa Clarita, CA 
Amir Amini " Hilliard, OH 


The deadline for the N64 Gold Controller drawing is May 15, 1997 
See page 34 in Volume 94 for the contest official rules and entry form! 




































When chess king Carry Kasparov beat Deep blue at chess, nc 
proved humans could outsmart artificial intelligence That's not 
to say Sargon Chess isn't going to challenge you. The computer 
plans ns moves steps ahead ^ ^ 

of yours, so keep your wits JK ri 

m check A A A A A A A A t 


If you prefer to start on the offen¬ 
sive choosn to play the white pieces 
sincn white always plays first 


It's all in the roll of the dice* If you have a little luck on your 
side and plan some strategy, you can work your pieces into 
a corner then remove rgj QJ 

them from the board i"i ; -= =ga || 

one by one for a wF j j I 

Backgammon victory It i I! I 111 [ Ml E 


This fast-paced Game Boy version lets you play against the 
computer or link up with a friend Interplay puts a spin on 
the game by giving you the 

options of undoing your _© Q E3_R 
moves or swapping sides r 

mid-game I m R M E] _ R 


Checkers is perfect for players ot 
nil ages and skill levels. Vary the 
challenge defending on how clever 
you want the computer to bo. 


With the luck of the dice and 
some cunning, you can knock 
your opponents piHCP into 
the bar 


Work youryfeces/c 
the cornoyspotsf 
since the? carhfbe 
surrounded ytd cap 
tur^d /ere/ / 


Revere*, like the ancient Japanese game Go, chal¬ 
lenges you to surround your opponent's pieces to 
make them your own More is better, and whoever 
has the most pieces at the end wins. 


Sarcjcn Cliess 


Get on board 
with classics! 
Play again, t tha 
computer, 
against a friend, 
or via Game 
Link in th 
FunP Vs off dr¬ 
inks of Ch *ss. 


>ackg«»min6n, 
and Reversl. 


Backganfncri 


CfiecKeits 


Severs b 
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®®997 Mtcrowarc ©1997 Interplay 


► 



✓ 

✓ 



mrnpLA 


* 



i A 


Mtetiam to 0A//1Y BOY 


—- ; " v —.-r r , The second 

4 INIFUNPAK I FuoPak from 

VOLUME II int r P Uy 

^ m l^pL y^r 

fun, using cards, 
U* dominoes and 

''yr dice to £uidc 

gfeSElj^ you through 

Solitaire, 
.. Domino. u/ 

rmA PSS Vicht and 
lUk P IP Cribbage. 



Solitaire 



v/w 


You don't have to clear a table to play SofflaTre anymore 
Interplay saves you the trouble and the room with its compact 
and portable version To win, it's all in the luck of the draw Sort 
your cards into piles of descending ranks and alternating colors, 
then shift the cards in order of rank to piles of matching suits 
Play by the Standard Rules or add a little more challenge by 
playing by the Vegas Rules —j- 

You also have the option of jJJ 
undoing your previous move 
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Demi rices 


You can't stand these- dominoes up in a 
ime to topple them over, but you can stiil 
play the engaging game they were intend¬ 
ed for Take turns building onto the domi¬ 
no train by matching th fc numbers at tht 
end of the chain Tht first player to use all 
their pieces wins 


Depending on how much challenge you 
can deal with, you can draw one or 
three cards at atime and go through 
the deck once or many times. 


Player 1 


PLAYERl 


c:*ir 


PLAYERS 
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if you can't play any of 
your dominoes, you li 
have to draw bonus until 
you find a playable one. 
Fora better chance at 
getting rid of all your 
bones, play the onn that 
has numbers in common 
with your other bones. 


Yacbt 


Cribbage 


To stay afloat in Yacht, you must satisfy the 1 2 categories of 
dice rolls You have 12 turns to roll the 5 dice to fulfill the 
categories Try to roll certain dice combinations to tarn 


If you play your cards right, you can peg down a win in 
Crrbbage Create clever card combinations to make the pile 


extra points 


It’sdicuy choosing 
which dice to 
reroll, since you get 
only three chances 
per turn 



t/ TOTALS 
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runs of three or more, you' 
win bonus points 
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♦Ito: 


Skillfully pair together cards that 
h3ve the s-imu value or a sum of 
15 to score pants in your crib or 
the pile 
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Feeling lucky? The Roulette 
whee> of fortune pays based on 
the odds of winning If you 
place a single bet, you couid 
win 35 times your wager 


Play it safe by betting on colors 
ev*ns, odds, or half of the 
wheel Each of these options 
giws you 1 2 odds. 


Get as dose to 21 as you can 
without going over Use betting 
options, like Doubling, to hit a 
bigger Blackjack jackpot If you 
have a low hand, this option will 
deal you only one more card, 
mbbbi but you could 

double your 
- Q winnings 


The object of Craps is to guess how the dice will land. 
Each of the game's numerous betting options describes a 
particular roll outcome Place a bet to predict your dice 
total—it's a tricky task, 

to a wise bettor 


Hit me, or hit 
m* not 7 
Remember that 
the house 
stands on 17 


Try your hand at the one armed bandit—if you get three sev¬ 
ens in your row, you'll win 500 times your wager You can 

place up to five bets to nr~ ~- 

score horizontally, diago- --- 

nally and across arty row 1=^', DlirT \'^ z ~ Sf 


rgff Keeping track of all the Pe tting 
jm options can ge t confusing, so bet 
ioi small and practice until you're com 
381 foi table wi th the workings of Craps 


The beauly of Video Poker is that even if you have a bad poker 
face, you can still win Of course, it's impossible to tell if the 
* ******** ii.■ i■■>»■■ ■■»■»—i computer is bluffing, so 
WSm ffggC place your bets and try 

^ I so Vou could flush out 


ITOTAL. * 2501 . j 
htlN *3 15(lt—1 

Increase your chances of win 
ring by placing up to five bets 
on one turn 


Show me the money' Go 
on a gambling spree and 
move your winnings from 
game to game. If you win 
enough money, you could 
be sitting pretty in the 
Casino's Hall of Fame 


You havn Dne chancp to ledraw, so care¬ 
fully choose the cards you wish to keep 
Save caids of the same suit or value, 
because they're your best bet for getting 
the upper hand in Video Poker 


Roulette 


If you w nt to 
gamble in Vegas, 
$ Vi; your cash 
and practice 
with the Casino 
FunPak—you 
get five classic 
gamblin a 
and no threat of 
debt, it's a sure 
b it to hook card 
sharks, 
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Video PcCer 


Tournament 
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Aij/jj'si'j-du Qj\/AY M&Y 


To be on par, chain cards in order of ^ 
rank You can draw from Lhe deck f or II 
help, but if the deck runs out before you ™ 
finish, you'll lose 


Sort your cards according to the rules of 
Klondike, but instead of building on 
aces, build on the base card determined 
by the first deal 


Work your aces up to the top of the 
stacks by pairing up matching suits and 
removing the lower ranking card from 
your pile 


This game goes oy the same rules as 
traditional Solitaire, but with a timer. 
So go for the gold and rush through 
Klondike to see if ? record time will 
pan out 


In this KlondiKe variation, you can fa 
shift a mid-pile card, but you'll 
take along all the cards stacked on , 
top of it, too 


CONCRfttUWIIOHS 
Vo** h»^« won th 


Poker gives you fifteen cards to 
build five hands Place the card 
from each draw into the hand you 
think it will benefit most 


To conquer Tnpeaks, pick away at 
the mountain of c.ards by matching 
cards you draw with consecutively 
ranking cards from the peaks 


The 16 cards on the left can help 
you raze the Stonewall, but they can 
a'so set you farther back in breaking 
down the wali 


Pair cards together to equal 13 
Don't overlook the cards in the next 
row back—you might get lucky and 
hit 13 with one of them 


Wrangle same suit cards in ascend¬ 
ing order into the comers by using 
the other spaces to arrange your 
cards in descending order 


Pay attention to same-suit cards and 
start with the one with the highest 
value Otherwise, you might shut 
out a playable card 


1«>urna»ont: . 

Ch«nsiAAShIp 

rustoh... 

Hal J oC F»r»e 
Exit 


tournament mode takes you 
through all 12 card games Up the 
ante by increasing the difficulty or 
limiting your playing time 


Break down tht wall of cards by 
freeing the aces as soon as possible 
and shifting the higher-ranked cards 
to the freecells 


Golf 


Hit the decks 
with the 

Solitaire Funrttk! 
Intjrpfiy givus 
you 13 one-pl iy~ 
er card games to 
deal with. And if 
you get frustrat¬ 
ed, you won't 
hav^ the pros¬ 
pect of playing 
52 pick-up. 


TuxnRak’ 


Canfield 


Klondike 


Scorpion 


Pcker 


Yripeaks 


Stonewall 


Pyramid 
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Player’s Poll—Volume 96 

Penny for your thoughts...or better yet, how 
about a chance to win prizes just for giving us 
your opinion? Fill out this card, send tt to us, 
and we'll enter you in our Player's Poll Contest! 


Name 


Address 


City 

Stnte/Prov Zip/Poslal 

Code 


Age 

M^nb^ship No. 



(_L 

Tdephone No. 


Check out the list on page 106, then write down the numtors for your 
five favorite games In order of preference, with your top choice first 

A Super NES 1_ 2_ 3__ 4_ 5_ 

S Game Boy 1_ 2_ 3_ 4_ 5_ 

C Nintendo 641_ 2_ 3. _4_ 5._ 

D Which five products arn you most Interested In playing? 

1_ 2_ 3_ 4_ 6_ 

E How old are you7 

1 Under 6 2 6-11 3 12-14 4 15-17 5 18-24 6 25 or older 
F Sex 

1 Male 2 Famele 

G Do you own a regular Game Boy? 

1 Yes 2 No 

H Are you planning to buy a Game Boy Pocket 3 
1 Yes 2 No 

I Which color of Game Boy Pocket am you most likely to buy7 
1 Silver 2 Yellow 3 Red 4 Green 
5 Black 6 Transparent 


Reter to the following fo** questions J-L, then circle the number that corresponds with your 
choice Please circle only one number per question 

ItPink 2=Bfue 3=Purple 4=Tea! 5-^Smokf- Gray 
6=Tran$parent Purple 7=Transparent Teal ^Transparent Smoke Gray 

J Which color of Game Boy Pocket are you most likely to buy? 

1 2 3 4 6 6 7 8 

K Which color would be your second choice? 

1 2 3 4 6 6 7 8 

L Which color would you like least? 

1 2 3 4 5 6 7 3 

Trivia Question What N64 game js number one on this month s Pow*r Charts? 

Answer _ 

Mail in your card now, end keep your fingers crossed* 


BACK ISSUE/PLAYER’S GUIDE ORDER FORM 

C.Htch up on the classics Order Nintendo Power issues listed on 
the back ot this torm The pnees shown Include the cost of ship¬ 
ping and handling 



Name 


Gty Stt'.e/frov 

< > 1 1 I 

Z^ToiDl Caic 

TeJrphenc Nc 

Please check mrthod or payment. 

Check or Mchey Order Q MasterCard Vlu 

(Payable u> N 

Membership No 

Crf''it Car*! Numbir 

Etyinuun Date 

( ) 

Cardhdd**- 1 * Syrian* 

Telephone No. 


Wanna hack up the competition? Go for Nintendo Power! 
Our back issues are stuffed with so many sharp gaming tips 
and pointers, you could put an eye out reading them. And 
take a stab at our Players 5 Guides, too. They’re chock-full of 
strategies and tricks. Or if you’re looking for the cutting 
edge of comic book cool, check out our graphic novels, 
chop-chop! So look sharp and stock up! To get the goods 
shipped straight to your home, send your order form to: 

Nintendo Power Magazine 

P.O. Box 97032 

Redmond, WA 98073-9732 


CirJteldc-'$ Name 























































[" Place 
First Class 
Stamp 
Here 


Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 
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DUnfltiW 


US 

Carta dien 


Total 


Strategy Guides 




ift ir— > C miin tiH'dD 1 

Pna* 

Price 


Amount 

#21121 

F nal Fantasy (Vol 17) 

$550 

27.00 

S 

ILnTwlO 07 wen issucj 

49R401 Vrvfti mfttffilAnr r 37t 

n ‘VfC 

S5 50 

$700 

S_ 


F19G87 

Super M^uo Bros 3 (Vol 13) 

S5.50 

$700 

S 

#35386 

Volume 94 (Mnr 97) 

$5 50 

$7 00 

S 



Playars* Guides 

51100 

$14 5Q 

S 

#33880 

Volume 92 37) 

S5 50 

$7 00 

$ 



<VuTT *V-1 L.dl 

nKCS’flix’ • KwnS DdihlfllrKf ilf 

ul 1 UVU 

S13 00 

$1750 

s 

>33549 

Volume 91 (Dec. 98) 

$5 50 

$7 00 

s 



Suo^rMauQ*** 

S13 00 

$1750 

$ 

#33543 . 

Volume 90 (Nov 96) 

S550 

S7 00 

s 



Sur>^r IVlauo P°G 

S1300 

$1750 

£ 

#33547 

Volume 39 (OcL 96) 

S5 50 

$7 00 

$ 



niir-) rVririuV- Knon fl i ocf 

S13M1 

$18.00 


#33546 . 

Volume88 (Sept '98) 

S5.50 

S700 

s 



ATVMvErf> Vn tsfcvid Sl3 OQ 

$1750 

$ 

#33545 

Volume 87 (Aug 93) 

S550 

$7 00 

s 


>33340 

Chrono TnaQ®r 

S18 00 

$2550 

$ 

#33544 

Volume 86 (July 95) 

$5.53 

S7.0Q 

5 


f WwTV 

>32587 

Killer Instinct 

S13 0D 

£1750 

$ 

#33543 . 

Volume e 5 (Junfc 961 

$5.50 

$700 

s 


#30143 

Donkey Kong Country 

$13.00 

$17 50 

$ 

#33542 

Volume 84 {May 96) 

S5 50 

S700 

s 


#29022 

Super Matrad 

$13.00 

$17 50 

$ 

#33541 

Volume 83 {Apr ’96) 

$5 50 

$7 00 

$ 


#27640 

StrestFighterllTurbo 

$18.00 

$25.50 

S 

#33540 

Volume 32 (Mnr'96) 

$5 50 

$700 

S_ 


#27919 _ 

Mono Point 

$13.00 

$17 50 

$ 

#33539 

Votuma 31 (Feb 36} 

$5 50 

$700 

$ 


#25956 . 

Top Secret Password Book 

$18.00 

£25.50 

$ 

#32559 

Volume 80 (Jen '96) 

$5 50 

$7.00 

$ 


#25013 

Zeldn—A link to the Past 

$13.00 

£25.50 

$ 

#27853 

Volume 67 (Due *94| 

55 50 

$700 

5 


#24330 

Super NES 

$18.00 

£2550 

$ 

#35514 

Set {Vol 30*35) 

324 00 

$28 00 

$ 


#22403 

NESG«me Atlas 

£1800 

$2550 

$ 

#33947 

Set (VqI 74 79) 

$24 00 

$26 00 

s 



Graphic Novels 




#33946 

Set Vol 58-73) 

$24 00 

S2R0Q 

$_ 


#27f42 . 

Legend of Zelda Comic Book 

$1300 

$17.80 

S 

W VWV TV . 

#33103 

Set (Vol 56*61} 

52400 

$2600 

£ 


#27643 . 

SuperMJinoAdvpnturetComcBook S1Z00 

$16.00 

s 

#32591 . 

Set (Vol 50-55) 

$24 00 

$2*03 

i^ii t\r\ 

C 







#32590 
#28404 . 

Set (Vol. 44*43) 

Set (Val 32-37) 

$2 # D j 
524 00 

4/r u j 
$28.00 

s 


WKl¥^f^Stat?r<^- WsaHI'' : ‘-s8e5tttMtp{v5U l *rUrtby. 0 3C | Clfervsil'lwWi Subtotal $ 

audrtslasaAJ^vloorrH^wii^ktftT inkv*rvErKliM^sc^*!i«oavnihwiurpev»T¥flt ——z - T 

#27127 

Set (Vol 26 31) 

$24 00 

£76.00 

s 


rrrse iicznl til r 'rm*^nnnitstvrkjc4tfM<t:iB3n<i(ni4lt tbiiilrris: 


bales m 5 

#26641 . 

Set (Vol 20-25) 

524 00 

$26.00 

s 



NntrnJt Rowe: Mrganoa 


Total 

s 

#24949 

Set (Vol 13 19) 

$24.00 

$260)0 

$ 



TO Boa 37032 




#20665 

Set (Vol 1 P) 

$2400 

$26 00 

s 



Rwfrrcm' WA 3807a 3732 
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YOUR VOTE 

courts! 

YOU CAN'T WIN 
IF YOU DON'T 
SEND IT INI 


Go to Mexico City to see the U.S 
national Team take on Mexico 
the final round of FIFA World 
qualifying! / . 


OFFICIAL CONTEST RULES 

No purchase neceassry 1o enter, 
elf ho r fill oat the Player's Poll 
response card or prfnf your name, 
address, telephone •umber, VoL 96, 
and the answer to the trivia question 
on o plain 31/2“ x 5“ card. Mad your 
entry fo thie address: 

NINTENDO POWER 
PLAYERS POLL VOL 96 
P.0 BOX 07062 
REDMOND, WA 09073-9762 

One entry per person, please All entries 
most he postmarked no later than Juoe 1, 
1997. We are not nsponsible for lost or 
misdirected roaiL On or about Jura 15 , 
1997 , wimiere wfll ho randomly drawn 
1 from among ell eligible entries. By 
. accepting their priien, winnere con- 
L seut to the use of their names. 
L plwtogrepte: or other lilsnesr*** 
L tor His purpose of rvlvorlise- 
menis- or pmmof.cn b on 
L fi»*Si-*lf of 'Nintendo Ppvwsr 

& moMazme and Nintendo et 
_ v America loc {NOA) wfth- 

out further compensation. 
Prrm are limited to one per 
household Chances of winning 
ere determined by the total number of 
eotnes received. The ratio of prizes to 
eotry cards distnbutnd is 591 , 900,005 
No substitution of pnzesn permitted. All 
prizes will be awarded To receive o list 
of winners, send foot request to the 
address ehove after June 3D, H97 
GRAND PRIZE. The Grand Prize Winner 
will wm a trip for two to Mexico City to 
attend n soccer match between the US. 
and Mexico tf under 18, the wiuwrimist 
be accompanied by e parent nr quonfirui 
Hotel accommodations sad round-trip 
airfare are Included Exact dates ot the 
trip will be determined by NOA 
Estimated total value of all prizes is 
$5,000 Seme reductions apply Valid 
only in the U,S. and Canoda. Void where 
prohibited by law Not open to employees 
of NOA, its affdiutes, agencies or their 
rmmodiate families Ibis contest is eoh- 
jecl to ell federal, stele and local laws 
end regulations. 


n<*IWin FIFA Soccer 64 
■*^f oi^youi Nintendo 6& 


An Official U.S* 
National Team 
Jersey! 


SO Winners 

A Nintendo Power 
T-shirt * 


f 






Level Twos Ninja Traimrg Grounds is where 
you'll first learn how to swing on your staff You 
need to look for the stone faces in tht stage 


¥ our trusty Ninja Staff is your only 
means of transportation through¬ 
out many stages in the game A 
tiny hook ai the end of the staff attaches 
to the stone faces you see in each level 
To swing on your staff, press the B 
Button to leap then tap the A Button to 
swing If you coordinate your leap and 
swing commands, the tiny hook will 
catch the lip of the face, and you'll be 
hanging around in no time 


Leap toward the stone face and swing your staf f 
while you’ra in the air If you re close enough to 
the face, your hock will catch on the statue^ ^ip 




S ome players consider tht third stage 
of Test ot Duckhood to be tougher to 
beat thar Shabuhm Shabuhm, hut 
you can bounce through with ease if you 
follow these basic strategies Max out 
your health by collecting all of the 


Zombie Powder Bags before you leap 
Even with full health, you'll barely have 
enough life to survive this treacherous 
test The sharp comer at the top of the 
thorny maze is the toughest part of the 
stage If you don't think you have enough 


If you don t have enough momentum to clear this 
sharp corner, retrace yeer routs and try it again 


momentum to clear the corner, abort the 
attempt and retrace your route until you 
gather enough spring to swing forward 
again You'll complete the level when 
you catch and carry all eight Muddrakes 
to the exit sign in the upper right corner 


You'll complete the strigo when you transport 
all eight of the Muddrakes to this oxit sign 


@ NINTENDO POMR 


















































T Warp Barrel in Barrel Shield Bust 
up Look for the Letter O as you 
clamber up through the hollow trees 
After you pass the letter, continue shinny¬ 
ing up the rope until you can exit out of 
the trunk on the right When you enter 
the next tree, jump into the hole while 
holding Left on the Control Pnd If you 
leap without using the Conirol Pnd, you'll 
never find this invisible Warp Barrel 


Don t get knocked in the noggin Find the invisible 
Warp Barrel up and to the right of the Letter 0 


Leapinto this hole whileholdmg Loft on the Control 
Pad. \faur ape will tumble nto the Warp Barrel 



L 


HQID DO I EKECUTE KIDDY’S IDHTER 


T he Water Skip, a roll that allows Kiddy 
to skim across bodies of water, is one 
of the coolest and toughest moves to 
execute in DKC 3 Press the Y Button to 




make Kiddy roll into a ball, then tap the 13 
Button just ns the ape hits the surface of the 
water The hardest part about the Water 
Skip is making sure you press the B Button 


at tht exact moment Kiddy would normal¬ 
ly splash down, but if you practice your 
timing, you can link two water skips togeth¬ 
er without getting Kiddy's hairy back wet 



Use Kiddy s Water Skip to cross bodies of water 
and find Bonus Barrels without getting soaked 



Pmss the V Button and rail toward the water 
Kiddy wan t skip unless he’s olrandy rolling 



Tap the B Button as Kiddy begins to splash down 
to skip on the water Can you do two in a row? 



HQIII DO I DEFEAT KROS III ItlEKRIlQS? 


K aos the Robot is at the eno of 
Mekanos You must jump on his head 
six times to defeat him Avoid the 
robot's flaming exhaust by rolling under 


him whenever the flames subside Hop up 
the sides of the swirling blades on Kaos's 
body, then bounce on his head Repeat this 
strategy until Kaos ejects his helmet Run 




back and forth to dodge the helmet's laser 
blasts, then jump on Kaos's head when you 
have an opening If you can avoid being 
singed, you'll scrap the robot 



Avoid Kaos s flaming exhaust by rolling under the 
robot whenever tht fames begin to die down 



You can bounce on the robot's hesd by leaping up 
the blades that slide out of hs metal trunk. 



Knoss laser beams can tht amoving target Run 
back sr»d forth and jump on his head when it's safe. 


VOLUME 96 Ig 






















































Comer MIPS in a dead end, then dive towards 
him by running and pressing the B Button 


show up i n 

m the Castle Basement until you've 
collected at least 15 stars MIPS is 
a slippery hare, but if you catch him, you'll 
earn another star Try cornering him in a 
dead end, then walk toward him until he 
tnes to run past you As he hops by, Push 
the Control Stick toward him and press the 
B Button If you're fast enough, Mario will 
dive and nab MIPS by a hair. 


MIPS hops into the Castle Basement when you 
collect 15 stars You II eom a star if you cetch him 



H t the bottom of the bay is a sunken 
ship Take a breather on the surface 
until the giant eel vacates the vessel, 
then swim into the hole he was guarding 



The eel will swim out of the porthole if you 
wait Swim bock to the surface to pet more air 


Inside you'll find four chests Open the 
chest at the stern of the ship first. Each time 
you open a chest, swim into the bubbles 
and replenish your air supply Open the rest 



Open the chest in the stern first, then proceed 
in a clockwise fashion and open the others 


of the chests in a clockwise order When all 
the containers are open, the ship will sur¬ 
face and you'll find a Yellow Exclamation 
Block Hit the block to claim your star 



When the chests ore open, hold the Z Button and 
slowly crawl up to the Yellow Exclamation Block 




E yerock is a two-fisted statue pounding 
around inside the pyramid m Shifting 
Sand Land Players frequently punch, 
stomp and kick this handy guardian, but 


just a handful of smart gamers discover 
Eyerock's weak point on their first try You’ll 
see an eye when ? hand opens Run and 
punch the eye before the hand makes a fist, 


then keep away from the edges of the plat¬ 
form as you make a hasty retreat Eyerock 
loses his grip on the center of Shifting Sand 
Land after you punch each eye three times 


The only way to damage Eyarock is to jab him in 
tfip pupil You'll see an aye when each hand is open 


Run and punch the eye before the fist closes 
You'll win after you slug both eyes three times 


Keep your balance on the platforms or it will cost 
you your life It's better to take a hit than fall 


(0 I UNDO POWER 
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KOID M I DEFEAT DRRCULH? 



pecdy Gonzales runs into Dracula 
in the fifth stage of Looney Tunes 
Defeating this bloodsucker requires 
timing and patience Dodge the little 
bats that fly out of Dracula's cape and 
bounce on his head twelve times After 
a dozen blows, he'll transform into a 
giant bat Avoid Drac's swooping dives 
and his little bat friends, ihen return lire 
with your star attack Dracula gives up 
the ghost after six more hits 



A x A x~x“x 

X717JL~I~1 
r ,Jf i, S| 

X ... 1 . , X 

ii M 11 


g? **- m- m w* m 


lmtm p y Drac shoots bats at you. Dodge the flap¬ 
ping fiends and bounce on the Count’s hc?l 



nxri"j 

j vT hfir i A i 

Later Dracula changes into a giant bat 
Ground him permanently with six stars 


m* wf m* m~ 





11V ileE Coyote is waiting at the end 
111 of Stage Six When the Coyote 
L z3 throws a 16-ton block, run left and 
stomp on his head twice Jump on his head 


again as he shoots a rocket, then hop over 
the next two rockets You can jump on hrs 
head during his boomerang and exploding 
watermelon attacks, but most players will 


find it easier to avoid the onslaught until 
the Coyote reverts to throwing his weight 
around Jump on Wile E's head 14 times to 
wm the battle 



Sun left and stomp on Wile E s scruffy head 
when he tries to throw a 16 ton block at you. 



Jump on his head again whun he shoots rock¬ 
ets, then avoid the rest of the projectiles 



If you can avoid the boomerangs and exploding 
watermelons Wile E. will give up after 14 stomps 


►►1 

In the USA Call. 
1-900-208-0707 

‘$150 permmute, Callrrs under 1U 
perrri^iontar^l} 

Q£A FAST FACTS 

Or wni* to Counsr'lonj Corner 

PO Box97033. Redmond WA3S073-9733 

J . m - . IV . ' J,. ^ 

In Canada Call; 
1-900-051-4000 

($2.00 pe^TFnute.C.Yilbrsundt-r'kj 
need parental permission tocafl ) 

■HU 

►► 

LUFIfl II: RISE BF THE 
SiniSTflfllS 

8: What is the highest character level? 
j! fl: 99 

8: How do 1 get Tia back m my party? 
fl: You don t-sh* doesn't como bnck 

8: Who are the best Cnpsult Monsters? 
j 11: Flash and Sully 

L . .... V'fJ’oir ... , .1 

IttflflID KflflT 64 

TRHttflHIfl 2 

Q: Can two players ract, ns the same 
character? 

fl: No 

Q: Which racers are bust for beginners 7 
fl: Mario and Luigi 

8: How do 1 avoid spinning out on a banana? 

11: Ftepidly tup the B Button iis your Kart starts 
to slide and youmight regain control 

_j_!_H—l—1 

Q: Why did my game reset? 

fl: You left it on the 'Press Start" screen at 
the begmmrg of a level for more than 5 min¬ 
utes It you pause tho gamo eftor you start 
a level, the game won't reset 

Q: How do 1 defeat an ^nerny? 

fl: Let your Tornado Attack gwuge build up, then 
press the B Button to spin into your victim 
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Welcome to our onnuol owords 
• - ceremony honoring our reoders' 

^ ' ’ fovorite gomes of the yeor! I'm 
® your host, Swonky Kong, ond I'll toke 

you through the 26 cotegories thot you, 
the Nintendo Power reoder, hos voted on. 
And vote you did! We tobuloted thousonds of 
bollots (octuolly we mode the Kremlings do it— 
ofter oil. I'm no monkey's uncle, so to speok.) 
How well did your picks do? Without 
further odo, let's find out! The envelope, pleose. 


& 'k'&to 




Never before has a game allowed players to roam as 
freely through 3-D worlds as Super Mario 64 has. Better 
yet, its lush worlds mezmerize you with smooth, vibrant 
and flawless graphics. Super Mario 64 has the look, and 
gamers are still hungry for its visual feast. 


1. Super Morio 64 

2. Stor Wors: Shodows 
of the Empire 

3. Killer 
Instinct 




GRAPH jC 1 


The Resalts are ln!U-Jhaaks lor voting with Power 





END/NG 


most game play va 


SOUNDTRACK 


Dash Rendar's struggle to 
save Luke Skywalker and 
the Rebels from Boba Fctt 
and the evil Empire over¬ 
shadowed the competi¬ 
tion. The chapter 
between The Empire 
Strikes Rack and 
Return of the Jcdi 
K proved that its story is 
just as captivating as 
a Star Wars movie. 

1. Star Wars: Shadows af the Empire 

2. Super Maria RPG 

3. Lufia ti: Rise af the Sinistra Is 


If you had trouble tangling up AT-ATs y blasting TIE fighters, or 
nabbing Boba Fett, you're not alone. Shadows of the Empire 
made amateurs out of the best of garners. 


1. Star Wars: 
Shadows af 
the Empire 

2. Super 

Maria 64 < 

3. DKC 3: I 


»bip mrt ‘ l 
i* cede 


Double 

Trouble 


The ending of Super Mario 
64 really takes the cake! 
The adventure wraps up 
with Mario earning his 
just desserts, but the 
i real icing on the cake is 
i that, unlike the 
A Japanese version of 
ft the game, in the 
H English version, you 
HE can hear Peach's 
BJS conversation with 
Mariol 


It's a high speed racing game! It's a first-person shooter. 1 It's 
an intergalactic space battle! One thing's for certain: the 
many gaming genres of Shadows of the Empire gamers 
coming back for more. 


1. Star Wars: Shadows af the Empire 

2. Super Maria 64 

3. Super Maria RPG 


1. Super Maria 64 

2. Super Maria RPG 

3. Star Wars: Shadows af the Empire 


Music makes the world go round, and the cinematic melodics 
underscoring Dash's adventures ran circles around other games' 
tunes. Open your cars and feel the Force! 

1. Star Wars: Shadows af the Empire 

2. Killer Instinct Gald 

3. Super Maria RPG 


The Results are inlti—Thanks for votiag with Power 
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Each Kl Gold fighter has special com 
bos and powers to make every 
round a new challenge- Kl 
Gold not only knocked 
out gamers, but it socked infe* 
fhr* rnmnetltion with 


1. Killer Instinct 

Gold 

2. Mortol 
Kombot 

Trilogy 

3. Street Fighter 
Alpho 2 


MAX POW 


MAX POWER 


MOST INNOVATIVE 


KESJ. TOURNAMENT 
LIGHTING GAME 


EA SI 
fOVGUP^ 


BEST MULTI-PLAYER GAME 


Super Mario 64 is the first or ns , "'"T. 

die movement, and multiple perspechves. It's reshaping 

SL; K .«*», -O P« (or 

1. Super 
Mario 64 

2. Star Worst 
Shadows 
af the 
Empire 

3. Sim City 
2000 


Mario is more animated thw ever, sporting an 
extravaganza of moves from sliding 
and crawling to flipping and swimming 
The play control of Super Mario 
64 plays a key role in pulling off 
these moves, and voters responded 
positively to it. 

1 . Super Mario 64 

2. DKC 3: Dixie 
Kong's Double 
Trouble 

3. Killer 
Instinct 
Gold 


The high adrenaline, high velocity racing and stunto> unique 
to Wave Race 64 made a splash in 1996, soaking the head-to- 
head action of Gretzky and NBA Hangtime. 

1. Wove Race 64 

2. Woyne Gretzky's 3-D Hockey 

3. NBA Hongtime 


Double the competition and the challenge! Not everyone 

n personal watercraft, so readers dove head firrt into 
the two-player possibilities of Wave Race 64. 


1. Wave Race 64 

2. Killer Instinct 
Gold 

3. Wayne 
Gretzky's 

3-D 

Hockey 


7 fj 


m mmo mm 


Worst Pressed of 1996: Mo,o (Kl Gold) 


It's one thing to know how to trip up an AT-AT, 
ride a speeder bike, or avoid falling off the 
cliffs, but actually pulling them off is 
an entirely different thing. At least W* 

the Force is on your side. 

1. Star Wars*. 

Shodowsofthe --*i 

Empire “ •’ 

2. Super Mario 64 

3. Tetris Attack /if. 










Who knew Mario was such an acrobat? Most readers flipped 
for Mario's maneuvers, but Gretzky skated by with a cool 
second place. 

L &x* 


1. Maria's 
Back Flip 

(Super Mono 64) 

2. The Flaming 
Puck Shat 

(Wayne Gretzky's 
3-0 Hockey) 

3. Marta's 
Handstand 

(Super Mario 64) 


1. Gargas 

Cade t: 

( XI Odd) k 

2. Change ^ 

Bady 

Prapartians 

(Wayne Gretzky's 
3-0 Hockey) 

3. The Merry 
Cade 

(OKC 3 

Dixie 

Kong's 

Double 

Trouble) 


Just like Pat Boone, Mario went metal. But unlike Cranky's favorite 
singer, Mario went metal literally. The Metal Cap riveted the vast 
majority of readers with its power to transform Mario into a 
chrome-plated terminator. 


1. Maria's 
Metal Cap 

(Super Mario 64) 

2. Seeker 
Missiles 

fSfor Want 
Shadows of the 
Empire) 

S. Maria's 
Wing Cap 

(Super Marla 64) 


Go Speeder Bike, Cot Dash's race against the Swoop gang is one 
of the most exhilarating levels of any game, and readers were 
quick to let us know. 


Sure, they wear helmets, but it's still gotta hurt hurtling miles in the 
air only to have their Bight cut short by a mountainside. Readers 
fed the PllotWings pain, and this award is worth more consolation 
than any get well card. 


\m Speeder Bike fSfor Warn Shadows of rfio Empire) 

2. Shiny Shell (Super Mario 64) 

3. Bird Man 


1. Missing with 
the Cannan 

(PllotWings 64) 

2. Failing off the 
Cliffs 

(Star Worst Shadows 
of the Empire) 

3. Baraka's 
Lift-em-up 
Fatality J| 

(Mortal Kombat J®| 
Trilogy) 


Best Dressed of 1996: Swanky Kong (of course} 


move of i m 


COOLEST ITEM 


S G °TTA HURT" AWARD 


mode or 


Who's the boss? It's you, if you use the Gargos code. Fighters 
championed the ability to turn the tables and Kl Gold to fight as 
the villain for a change. 


1996 ♦ 

Nintendo 


AWARD WINNER 


POWER 

JNERS _J 


VOLUME 96 





funniest GAME 


^^mnqy/nc 

MACAHEhW' aw. 


TfiAN the 


best GOODIE 


WORST BADDIE 


Oddball enemies, off-the-wall settings, and outrageous weapons 
had readers splittin' their sides. Pigs and ducks are worth some 
chuckles, but Super Mario RPC gets the last laugh for '96. 


Everyone seems to be equally irked by the penguin, but at least 
he isn't wearing acid-washed jeans and chewing gum like a 
cow while leaving the toilet seat up as he does the Macarcna. 


1* Super Mono 
RPG 

2. Power Riggs of 
the Dork Age 

3. Maui Mollard 


1 . Crying Baby 
Penguin 

(Super Mario 64) 

2. Accidentally 
Foiling off the 
Cliffs 

(5far Wars: Shadows 
of the Empire) 

3. Wave Roce £ 
Announcer jfl 

(Wave Race 64) ® 


Boot Hiss! Love him or hate him, you'll have to admit Boba 
Fett is a fearsome foe and a worthy adversary. Just don't 
sav it to his face! 


Mario saves the day and revolutionizes the video game 
industry! But where's Swanky's nomination? ?? Maybe we 
shouldn't have had the Kremlings tally the votes! 


1. Bobo Fett 

(Sfor Wow 
Shadows of the 
Empire) 

2. Bowser 

(Super Mario i 
64) ) 

3. Smithy r 

(Super Mario J 
RPG) /I 


1. Mario 

(Super Mario 64) 

2. Dash 
Rendor fl 

(Star Wart: * 

Shadows of 
f he Empire) 

3. Bowser 

(Super Mario RPG) 


An avalanche of votes for the horror of Hoth snowballed into 
an abominable honor for the Wampas, the Worst Baddies of 
both 1996 and a time long, long ago in a galaxy far, for away. 


I love it when a fellow primate is honored! Hats off to Ukkiki 
the Monkey, Mario's silly simian hat-stealing friend. 


1. Wampos 

(Sfor Wars: Shadows of the 
Empire) 

2. Stormtroopers ‘ 

(Sfor Wars: Shadows 
of the Empire) 

3. Whomps 

(Super Mario 64) 


1. Ukiki the Monkey 

(Super Maria 64) 

2. Dolphin 

(Wave Race 64) 

3. Frogfocius 

(Super Muria RPG) 


Best Rumor: Noked Mario code (Super Mario 64) 

















DIDDY ’S KONG QUEST 


SUPER MARJO 


While I went bananas for the amazing graphics and action of DKG 
3, readers put in just enough votes to support Super Mario RPG. 
Mario ventured to a new level of gaming in his quest to restore the 
Star Road, and readers chose to single it out for 1996. 


Finally, the Kong dan takes home an award! It's a pint- 
sized game, but its graphics and adventure made giant 
strides for gaming. 


1. Super Mono RPG 

2. DKC 3: Dixie Kong's Double Trouble 

3. Mego Mon X3 


1 . DKL 2: Diddy's 
Kong Quest 

2. Tetris Attock 

3. Sword of 


96 BEST OVERALL GAME WINNERS!!! 


The first ever Best N64 Game Award goes to the 
first game made for the N64! Since debuting 
last fail. Super Mario 64 has pushed the limits 
of gaming, winning over players worldwide. 
It's dominated the Power Charts, and now it 
conquers the 1996 Nintendo Power Awards! 


1. Super Mono 64 

2. Stor Wors: Shodows of 
' he Empire 

3. Killer Instinct Gold 


Swanky VOLUME 96 


WowU! We've finally dosed the book on ‘96. See Yo Reol Soon! 
















10 ugh, so even a beginner can learn passing shoolmg and 
irk ima m a few minutes of practice As for Al, FIFa p y | 
eilistically m most situations There are a few places on the | 
ieid where it's easier to mate your shots against the compute 
, r ^ that doesn't affect play against human opponen , 

strong international teams reflect the,r well known talents. 

States As belits an international game, FIFA 5occer b4 j 
£££ SZ "elude Ictontr -ade^ P.ay, 

£ *5 pi-v-—-'v z*Z 

own skills and knowledge of the m my moves FffA Soae b 
has a little bit of everything and more variety than any o h 
soccer video game, mclud,ng the PlayStation version of FIFA 

^ Great camera angles Solid, four-player, soccer action 

Cj Uf Excellent options, 

A RHdundant voice-over Pro level complexity is too much for 
most players 


mm. 


FIFA Soccer 64 brings the world's number one 

sport to your N64. 
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The Viking invasion begins again! 

Almost two years after it was completed, the Vi king's 
second road trip on the Super NES is finally underway, 
and it's better than the first journey The idea is simple 
enough Wandering through time and space, the Vikings 
arc trying to get home using a very unreliable time 
machine Along the way, they get help from a number of 
characters, including two 
new helpers you can use 
in place of one of the 
Vikings Like the new 
companions, each Viking 
has several special attrib 
utes Erik jumps and 
wears a helmet that 
allows him to breathe 
underwater, sword-wielding Baelog flexes a bionic arm, 
and Olaf, the guy with the shield, has gas—bad In each 
puzzling area, the Vikings must work together to gather 
three items before they can move on Typically, they 
face enemies, jumps, warps, obstacles, locked doors, 
and lots of deadly traps Don't miss this month's 10-page 
Power review 

Q Excellent play and graphics Two player mode 
Q Slow load time between stages 



Interploy's little jockpot returns to Gome Boy. 

If you feel like winning big 
bucks without nsking a dime, 
Casino Fun Pak from Interplay 
may be the best way to do it 
Casino Fun Pak includes pop¬ 
ular casino games of chance, 
such ns Roulette, Craps, Video 
Poker, Blackjack, Video Slots 
and a Tournament in which 
you participate in all five games The simple mechanics of bet¬ 
ting and playing the games may be this Pak's best feature, but it 
is also a painless way to learn more about these games 
Beginning with $10,000 in your wallet, you can watch your 
grubstake dwindle away or turn into a handsome nest egg This 
month, Power takes a look at all four of Interplay's Fun Paks 

& Quick and easy 

& Some of the graphic eleme nts, such as dice, can be difficult to see. 


r 





If you like the same 
types of games as 
our pro players, then 
check for his or her 
seal of approval 


Q3 Scott-Sports, Simulation, Adventure 
m Henry-Fighting, Action, Sports 
B*) Dan-Act;on, Adventure, Puzzle 
03 Terry-RPG, Simulation, Puzzle 


Paul-Fight ng, Sports, Simulation, 






© 

© 



Power Meter 

The Power Meter ratings 
are derived from pro eval¬ 
uations using a five point 
scale, with five being the 
highest score possible for 
a category 


Leslie RPG, Simulation, Adventure 




ESRB Ratings 


These Entertainment Software Ratings 
Board icons reflect appropriate ages 
for players To coni act the ESRB regrading ihc rating system, call 
1-800-771-3772 



Early 

Childhood 

Mature 

(17+) 



Kids to 
Adults 



Teen 



Adult 

( 18 +) 



Games lhat were released pnor to the 
commencement of the ratings system arc 
designated N-R 
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Since the day that the Nintendo 6<l went 
on sale in North America, it has been the hottest selling 
video game system in history. As production increases 
at Nintendo’s Japanese plants, you should soon find 
more of the following hot titles on the shelves. We’ve included a quick recap and 
essential data on each of these games to help you build youf library. 




One of the most unusual 
games ever, Blast Corps puts 
players in the position of 
demolition experts driving an 
assortment of powerful 
machines Knocking down 
buildings to clear a path for 
an out of control nuclear 
missile earner is just the 

beginning of the fun You'll also have to wreck dozens of bonus 
areas, rescue people, collect rad units and learn how to drive. 



jump, fly, stomp, spin, 
punch and ram your way to 
glory The development 
team at Rare Ltd produced 
some of the most spectacu¬ 
lar graphics ever seen in a 
video game, particularly 
the explosions 





)ne or two players race across the highways of America in 
ns faithful adaptation of the Williams arcade hit The cars 
re fast and upgradeable, 
nd the action is intense 
ome of the narrow road 
ourses can be killer, and 
udden codes add to the 
jn Although Cruis'n USA 
ontains only a few graphi¬ 
cs changes from the ongi 
tal arcade hit, no new fea 
ures were added nor 
ipgrades made to the game 
o make full use of the 
lower of the N64 In spite 
>f its flaws, Cruis'n remains 
i fun racer, if not one on the 
rutting edge 


■:*g> mmm power 












































Un’ikc several of Midway's 
ports, Doom 64 really is a new 
game in many ways The area 
layouts are new and the environ¬ 
ments blow away all previous 
incarnations of Doom The 
developers sacrificed realistic 
enemy animation in order to 
include a larger quantity of baddies The result enhances die chal¬ 
lenge if not the overall look As tor the game play, expect a tried- 


and-true space marine battle 
with invading demons on the 
moons of Mars U's a bloodiest 
that's rated Mature for good 
reasons—it's a real nightmare 
On the other hand, it’s worth 
losing some sleep over 



Kocini 

11 4 pkytrs slmultinwwly 
(«nfrolhrMt(121£jtflF^es) 
4 modes if f\ iy 
SttPftiwVbJ. 93 


Destined for hall of tame sta 
tus, Mario Kart 64 is almost 
too fun to describe Whit 
makes it so special is a com¬ 
bination of great play con¬ 
trol, a wide variety of very 
different and interesting race¬ 
tracks, fun graphics and a 
four-player mode It’s fast, 
frantic, and even frustrating 
at times, but Kart always 
comes out shining in the 
end This is a definite must- 
have for any gamer 



Toumimwt FI ihf iir* 


TjrZ^yirssimulljnioifsIy 
pCinNbrfak{3DaliPi its) 
P Tftlrtfr* mod# 

Sir 'flwirVol. "1 


Kl Gold definitely ranks as the 
best Kl and, quite possibly, the 
best side-scrolling tournament 
fighter ever The background 
graphics in 3 D add a feeling of 
depth to the game without alter 
ing the fighting experience for 
fans of the arcade and Super 
NES KIs Game play includes 
dozens of combos, breakers and 
special moves for thinking fight- 
ingfans Casual players may find 
it overly complex, but in the 
two-player mode, evenly 
matched combatants of any skill 
level will find i? to be pure gold 




r his may well be the best 
Mortal Kombat game to date, 
but it is not a huge leap over 
Ultimate Mortal Kombat 3 in 
the arcade One of the prob¬ 
lems with making N64 ver 
sions of games such as Mortal 
Kombat is that the 2 D, digi¬ 
tized graphics can’t get much better than they are already in 
either the arcade or the N64 versions As a result, you don't 

see anything new But Mortal 
Kombat fans will find a huge 
assortment of characters and 
battle arenas, plus enough 
codes to choke a python 
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The most recent of the 
arcade conversions from 
Midway, NBA Hangtime pre¬ 
serves the look and play of 
the original but doesn't add 
much except for new codes 
and craziness Hangtime 
beats the competition with 
good AI for the computer controlled players and great moves 
for you The PIN number for saving individual records and 
stats is also a nice touch If 
you like arcade sports 
games and don't expect 
revolutionary game play or 
graphics, then Hangtime is 
the best bet on the marke* 





Flying simulation 
1 fLyer 

4 Islands 1 4" inus fims 
Memory backup 
Sm fowir Vol. 1 


Pilotwings 61 must be the most 
underrated of all the N64 games 
so far Why? Maybe because it 
isn't a game so much as it is an 
expenence This flight simula¬ 
tion with goals and funky modes 
may he closest most of us 
will ever get to soaring freely in 



the sky The smorgasbord of 
flight modes include a gyro¬ 
copter, hong glider, jet pack, 
parachute, jumble hopper, can¬ 
nonball and birdmar If you're 
not interested in sconng points, 
you can just soar and explore. 




In this year of Star Wa-s 
revivals, Shadows of the 
Empire may be the only 
new ticket in town 
Following in the footsteps 
of the Star Wars senes for 
the Super NES, Shadows' 
designers at Lucasarts 
included a wide variety of 
play on consecutive stages 
that follow a story You fly 
snow speeders on Hoth, 
ground speeders through 
Mos Eisley, spice ships 
through asteroid fields— 
and that's just to warm you 
up Much of the action 
takes place on the ground 
where you control Dash Rendar directly as he explores 
dangerous territory and blasts imperial mugs It's a big, 
splashy Star Wars adventure in which anyone can star 



Action 
1 , J fnytr 
120 stars 

^ Memory lockup 
IS. Power Voi BE 


Virtually everyone who 
has played Super Mario 
64 agrees that it is the best 
video game ever made 
We won't argue The vari¬ 
ety of play in this action 
adventure is unmatched. 

Nothing else even comes 
close Mario's mission is 

to rescue Princess Peach and other Mushroom Kingdom 
folk who have been trapped inside the paintings in the 



mum power 

































































castle This plot takes Mario 
into exotic worlds where he 
flies, swims, jumps, rescues 
baby penguins and rides on 
rainbows Mario is truly 
magical 




Turok's adventure in The Lost 
Lands combines some of the 
best polygonal animation 
ever And yes, you get to hunt 
dinosaurs (or blonosaurs), but 
there's much more to this 
game then gunning down rap 
tors The eight worlds of Tur ok 
are each vast regions, some 

exterior and some interior, where players must explore, solve 
puzzles, defend themselves, make daring leaps, swim through 

infested waters and climb 
cliffs and vines. The sheer size 
of Turok is amazing, but the 
challenge is also significant 
The Mature rating for this 
game comes from copious 
amounts of blood and the the¬ 
atrical death throes of your 
vanquished foes. 





Watercraft Rat my 
1or2playflrssimohanwtis!y 

^tcntrollerPak(2Dctc Pcges) 
% 4 modes of plcy 
$ See Power Vo I 90 


Perhaps the single most impressive display of the technolo¬ 
gy in the N64 comes from Wave Race 64 This game was 
programmed by HAL, with lots of input from Mr Miyamoto 




and others at Nintendo 
Company Ltd The results 
are stunning—waves that 
crest and glint in the sun¬ 
light, watercraft that bob and 
roll just like the real thing, 
and a range of water courses 
taking you from the tropics 
to the arctic Races can take 
several forms, too. You can 
race against the computer, 
against another person in the 
Vs Mode or against the 
clock in Time Trials, and you 
can try to score style points 
in the Challenge Mode by 
performing lots of stunts as 

you race through a course Before Wave Race 64, few 
people would have believed that you could reproduce this 
sort of experience in a video game Now wt know better 




Midway's first sports title 
for the N64 proves to be a 
showcase in several ways 
Gretzky 3-D Hockey shows 
that multiple camera views 
work well in a sports game 
It proves that Nintendo's 
decision to include four 
controller ports on the N64 
was right on target It also showed that Midway's Atari 
Games development group has the means to create tech¬ 
nically advanced games for 
the N64 (We expect to see 
several more titles from 
these folks by the end of the 
year) Beyond that, Gretzky 
proves that the whole point 
of video games is to have 
fun With both arcade and 
simulation modes, players 

can get as real as they want And, as a multiple player 
game, Gretzky truly shines As an added bonus, the 
developers put in a ton of secret codes, including Big 
Head and Continuous Fighting. 
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make this version a classic for the 
njcxt millenium. 


This month's Pak Watch 
poses the following ques¬ 
tions. Is Robotron ready 
for the N64? Is Silicon 
Valley a place or a 
game? And, is Kabuki Jo 
a war god or just a 
clown? The answers to 
these questions and more 
are just ahead. 


W hen we first heard that Robotron 64 was going to be 
developed for the Nintendo 64, wc thought, wow, 
how are they going to make it 3-D? As arcade fans of 
the Classic Robotron will tell you, the essential nature 
of the game requires a big, open perspective so you can see 
where to shoot and run from the robots. The unfinished version 

of Robotron 64 that 
f.> we received recent- 

^ ly answered our 

question. Robotron 

f ~ be P |a Y ed trom 

■ - tpkBrhead in a three- 

quarters pcrspec- 

1 mrm wk five. From this van- . 

I PE tage, the i-R play¬ 

ing field and char¬ 
acters take on a more realistic, fuller appearance. Mike Rubinelli 
of Midway told us that the special lighting effects and many 
other graphical elements, such as reflection effects, have yet to 
bp included in the game. "Our central focus is to retain 
qpickness of play that made the original game a hit/' he told us. 
If seems to be working. The game control, although incomplete 
in the current version, made use of the con¬ 
trol stick to move your character and the ' . .* „*; , 

Buttons to fire your gun. There is even an JK J if i 

option to use two Controllers in tandem * • |jK .V / / ; 

that the motion and gun controls both use IK" • rrr 77 
cOntrol sticks. Although Robotron tnay \ t * * l 

like a throwback to a simpler time with L S? jrf ^ 
simpler games, Midway it trying hard’' * ** ** l 


0i mmo power 




















T he conversion of Midway's latest arcade fighter pwn Al if they lose a 

/or the N64*brings together a group of angry gods round. As a two-player 

who were created through coming in contact* game. War Gods offers an 

^ with alien sludge. The dastardly deities include alternative to MK action 

Warhead, Kabuki Jo, Cy-5, Pagan, Maximus, Arubis, Tak, that will feel familiar to 

j/allah, Ahau Kin and Voodoo. Why they're so upset with each MK fans.. Next, month, 

other isn't really .explored, but tfae # fighters use their godlike Power will dig a little 

powers to wi'eak havoc with each other. As for the # game, it deeper to see yvhat these 

Jooks and plays very much like a rotating Mortal JCombat with ■ gods*are really made of. 
new characters, complete with fatalities. The rotating camera * .• . 

angles .add drama to the game in the same way that KJ Cold , i n 

gets a boost Out of fresh camera angles, but movement of the 7$ 

tournament arena and polygonal characters -often seem Vv f V' 

chunky rather than smooth. Perhaps gods have more # impor- ^ , V M , 

tant things to think about than realistic animation. The use of ■■ 1 r , * 

polygonal characters is particularly effective due to * 

f urocom's excellent texture mapping, which gives each of the F*- 
gods almost as much detail as the digitized images in Modal 
Korn bat Trilogy. The arcade game never "really made a splash, • 

but this N64 version features better control. Player's must be ■— „ , 

quick on the attack, *as their godly opponents crank up their ■ I ‘TA. 


PRESS START 


PUBLISHER - Midway 
DEVELOPER - Eurocom 
MEMORY SIZE - 96 Megabits 
FIGHTERS - 10 angry gods 


























CMfsa 


PUBLISHER - Me O'River 
DEVELOPER - Paradigm 
■MORY SIZE 64 Megabits 

R MODES - 1 Of % player simultaneously 
UAL - level end bosses ood hidden lets 


O magme flying the hottest 
I military fighters in the 
' world, then imagine that 
your target isn't some third 
world ruler, but huge, mutant 

monsters that can swat your plane out | 1^1 

of the air with one swipe of a paw. 

That's the idea behind Me O'River's 
At-rofighters Assault Pak Watch recent 

|y received an early version of this shooter for flight-testing One, 
you strap yourself into the virtual cockpit of an F-14, or one of 
four other jets, you'll launch into missions ranging from the arctic 
io Tokyo At your side will be three squadron members support¬ 
ing your attack Battles take place in large, 3-D spaces with real¬ 
istic sky and detailed terrains The planes look real, too, right 
down to the contrails. Your radar screen shows enemy positions 
so you can engage them in dogfights or lock on your miss.les from 


a distance Even 
though Paradigm 
Entertainment is pro¬ 
gramming the game, 
the action feels more 
like an arcade game 
than a simulation 
Me O'River's parent 
company/ Video 
Systems in Japan, has been 
directing the progress of the 
game and helping Paradigm 
with some of the arcade ele¬ 
ments ft looks like it's paying 
off Power will take a closer 
look at this game next month 
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owling may not be the most exerting sport in the bowling is a sport that anyone can play, and very 
world. Car* don't crash into the crowd. Really tall thanks to T » HQ and Tier Tex, you'll be able ^_ 

guys don't smash balls through a hoop. There are to bowl with the best on your Super 
*o Lions or Tigers or Mighty Ducks competing. Rut NTS. It seems as if this game has been / 

i iiu* i ca—B. . ■« thcworksforev “ 1 

■ViBm er, but the work- f W « 

Sl \t| , fcotMEU ing beta version 


received at Pak 
Watch has every¬ 
thing but the bells and 
whistles. Players can bowl 
single games for practice or participate in 
tournaments or leagues. The tournaments 
are based on real Brunswick spon¬ 
sored events and feature top pro 

V bowlers, so you arc competing 
against the best in the sport. As for 
the mechanics of the BWTC 
gives you control of aim, 

S stance, power and spin. 

You can also choose the 
weight of your ball. 


BALL 
















































CASTLEVAN1A 

Oft. THE H64 


In the bluest „ m'mg 'innouncMncotof.fi yegcgo f a, 
Konami revealed exclusively toNintcndo Pow it that 

the hit Crstiovania series will com. to th. N6 'in a 
0 me tentatively entitled Dr icuh 6*- D-v fopmtrrf-of 
the .jam will tak pi at tin J ip ih«t the sobline W|d 
fall with . possible i A 'At date scheduled toi tb If St 
tju irter of 199,,. In iddHion to Dr c 6*, Rons • also 
announced tli.it it has the official license tor .t game 
based on the upcoming Nagano Winter Otympicv 
Also scheduled. for release in early 1998 Is an 
unnamed fighting game tar the Nte4 What Mite? 
these announcements all the mare mouth-watering is 
that Konami has on* *« the Nti4 dmdopment 
teams in the world p evkhmew, by | league Perfect 
Striker and CbcirKm 5 th«tb hauwrd in this iswe-> It 
looks like foil will be Kooamf* yt--»r .in the N64. 


I POLE POSITION 


Prix to North America under the title F-1 1 Pol* Position 
Changes are expected 

test-drive of this game 
at the end of last year.’ 

has geared us up for Usa-p FKSw. 

more. Graphically/ r-1 _ _ 

looks crisp and fast 

precision control you 
need to stay in , 

the running for the i*i®7 . ... s . _ 

checkered flag. 223 ? 


liw luar oi die latest developments for 
4dn»A off, wc have news from Japan that 
ib e-man 64 is well underway. The look 
m^d dramatically since it now makes 
Worlds, fait the action is still a bomber's 
fastest fuse wins the day. Hudson Soft is 


Uk plans tor 
introduction 
lerica 3t this 


IT'S IN THE GAME 


EA Sports, renowned worldwide for its library id Quality sports 
titles, including John Madden football , NBA Live basketball, 
NHL Hockey, PGA Tour golf and FIFA Soccer, has penned an 
agreement with Nintendo to produce a collet tion of sports 
titles for the N64. Although details have not yet Been released 
on which specific games will be -cen on the Nt»4 the first titles 
should be released by die middle of 1988. I airy Protest, the 
president of Electronic Arts, indicated that one<cason for mak¬ 
ing this five-year deal now wnS that the Nos had proven itself 
to be a winner. Over two and a half million NMs were sold in 
North America by March 31st, and the average. game title sells 
more than ten times more copies than the avetage PlayStation 
title. When if comes to blockbusters,, it w that EA just want¬ 
ed to be in the game. 












shdf? from Chameleofl !^53?5!3 
Tviwi Ifre unusual actio* ^.^r 

grmi* a’-wiiy; a character 

will* .ip«* hfe Ivngue r.itht' 'f/^^'- 
lhan a #k\. Yes, the tongue 
is n^BtbaD the sword 
in some • •*"$* VVe don't 
have miidl •more to add ”• . : “ 
since the gam^does not yet *• 

have a N«mHI JAwietfcan 
publisher anrf fefc won't *■ 

reveal anything .•■ei<> that the game 
tongue action 


BIO FREAKS 
CLAY FIGHTER S3V 3 
OARR RIFT 
OURE RUREM S4 
F I POLE POSITION 
FREARBOY 
SOLOENEYE 007 
REXEN 

ISS 64: INTERNATIONAL SUPERSTAR SOCCER 
LAMBORCRINI04 
MISSIOR: IMPOSSIBLE 
MORTAL KOMBAT MYTROLOSIES 

R0B0TECR: CRYSTAL ORE AM 

ROBOTROR S4 

OUARE 

SAR FRARCISCO RUSH 
SILICOR VALLEY 
SPACE CIRCUS 
STAR FOX 64 
TOP GEAR RALLY 
WAR COOS 

WORLO CHAMPIONSHIP WRESTLIRC 
URREAL 

YOSRI’S ISLANO S4 
ZELOA 94 


FALL '97 
SUMMER '97 
SUMMER ’97 
FALL ’97 
SUMMER '97 
FALL '97 
SUMMER '97 
SUMMER '97 
SUMMER ’97 
SUMMER ’97 
SUMMER ’97 
FALL ’97 
FALL *97 
SUMMER '97 
WINTER ’90 
FALL ’97 
FALL W 
FALL '97 
SUMMER '97 
SUMMER "97 
SPRIRG '97 
FALL '97 
WINTER ’90 
FALL'97 
FALL ’97 


KON/tt BASEBALL 


two games currently in develop- 
ircrtui Fro Baseball, shown here 


Konami sent us screen %ii «i 
mart in Osaka tor if*- 
has been release! already ro h 
and Goemon $, which is (Mf 
in the Epic Center Nww, 
development, As for Powe«*Ul 
the big-head theme so popular m 
Japan is dearly evident. Hittrunmr 
coming out of Konami in lf*c Slat>- 
is that this game vvon'ttoetmnstat- 
ed for the North American marital 
Iostead, it is more likely that a base¬ 
ball game featuring- more realism 
players will be made here for 
the N64. 


ftesWrd 


Vmt^ontu 

i*rOfUc'nt 


MOVE OVER 


Every industry likes to reward the people who to i|M 
chosen field, and the video game industry is no lOffciW 
An organization called the Academy of Interactlvi* 

Sciences is beginning to recruit members and develop a 
program that will h ad to annual awards for oufcfer-Hi n* 
contributions in the area of interactive video garner Altai 
computer programs. Representatives from the major play¬ 
ers in the* industry, from Nintendo to Microsoft, have beat* 
working together to establish the A1AS charter and guide 
lines for the awards. Members of the academy, who must be 
associated with the industry, will vote on the nominees in 
various categories. It has been suggested that a tcfcvrscd 
awards ceremony will be possible by 199ft Of course, the 
big question on everyone's mind is what wiH the award stat¬ 
ue lode like? We humbly submit the idea of a handsome 
statue depicting a saddled, green dinosaur with a long, 
sticky tongue—the YoshisJ 


BRUNSWICK'S 

WORLO T0URRAMERT OF CHAHP10NS 
TIMOR & PUMBAA 


SOMMER '97 
SUMMER '97 


HERCULES 

KER GRIFFEY JR. PRESENTS MLB 
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oming Nex} Issue.... 

Volume 97, June 1997 


The clay hits the fan with our 
Clay Fighter 63 7 3 strategies 
that are guaranteed to knead. 
From 2000 hit combos to snot 
shooting we’re revealing ail 
^ the goopy gladiator moves 
you need to slax the clav. 


H6X6N 


Co medieval with our spell¬ 
binding tips on beating 
Hexen! We're mapping out 
the dungeons and dishing out 
the tactics you'll need for 
defeating the dragons and 
maximizing your magic. 


Midway unleashes the 
arcade wrath r of War 
Gods on-the Ntt4lGet in 
the riqg Sq r jf 10-page 
blow-by^blovvloyvdown 
to beat the deities and 
fight like* a god r moirtat! 


N64 

T M 

Previews 


AfALifvr 


We're serving up the inside 
scoop on two new .action games 
for the N641 Buckle up for a test 
flight of Aejpffghters Assault and 
get on board for^ V,I.R toJ r of 
Silicon Valley. Catch the exclu¬ 
sive pics and info next month! 
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BACK ISSUES 


These Nintendo Power issues sue aval 1 able individually Add them 
to your collection! Fe Aiures m each issue are E ed below 

V ilurri* 77 (Oct **5): Super Mano World 2- Yoshi'sIsland, L itn n 
Forever Primal Rage. AAAHH3 Real Monsters, Mc 6 aMun 7, 

\fcrtic il Force. Panic Bomber, Aladdin (GB). Cmlizat ion, Secret of 
Evermore, Super Mario RPG prev i ew. Sports Scene 

V lume 7| (Nov. ’95): Mortal Komba t 3, Spidermanand \enoim 
Sc para uun Anxiety. Ibg Sky Trooper Booge«itf*t> Zoop, 

Water world (Vb), Virtual League Baseball.Killer lnstma(GB), 
Super Return of the Jedi, Defcndcr/Joust, Wizard’s Realm. Secret ot 
Evermore, NES Anniversary Celebration, SportsScene. 


Volume 79 (Dm ’95 V Donkey Kong Country 2:DtddysKong 
Quest, W&no Land (VLX Mhterworld Sports Scene wWF 
WrcileMania. The Arcade Game \fegas Stakes (Gb), Mortal 
Kombs 1 3 (Gb) Me chwamor 3050 Urban Strike,Shoshmfcu 
Preview, Seaei of Evermore,FTO IL 


Volume BO 


(Jan ’96) Earth worm Jim 2, Shoshmkai Trade Show 
Special RevolutionX, Doomu-oopers.Mutant Ouomclcs, Breath of 
Fire II Secret of Evermore Scoobv Doo, PGi v Tour "96 Fin'd r Iffhi S, 
Tack Bros. (VB1 Tetns Blast, The Getaway Frank Thomas big Hurt 
Baseball (GB) 


Volume 81 (Feb ’96) Killer Instinct % Exclusive Arcade Coverage 

H * - Man X3 Mech Warrior 3050, Toy Story. Syndicate Nested 
y Bowling, Donkey Kong Country 2: Didd\ *s Kong Quest, 
PrehisionkMan, Ardy Lightfoo^Sinkor Swim, Sports Scene, 
breath of Fire If, Dragon Quest VL 

Volume 82 (Mar ^6) Super ManoRPG,College Slam 3-DTctm 
(\T>) Frantic Flea, Cu tthroal Bland, Supe r Mano Kart, NHL “96 (GB) 
The Smurfs (Gb) Digipen Feature, Ken Griffey On-line, Yosht’s 
Island, Tales of Phamasn, Nintendo Power Awards Nominees 


f 


Volume S3 (Apr ’96)r$hadowsof theEm 

ciru. 



Arcade Special Smurfs, Kirby's block BaU,E»uwormJim 2 Codes, 
Super Mario RPG Thctics Ogre, Pncrihontas, Collie Slam, The 
Legend of Zelda-A Link io the F'ast 



urd 


WmoCT^blo^of the ChozaCollege SlamCodes.'Cyberjocks.Super 
Mano RPG, Lufta IL Rise of the SittKtrals pan one 

Volume 35 (June ’96) Thirty-one page N64 exdusn'egame pre¬ 
view, " " ~ 

tmdi 



e Dragon 

ralspart iwo. 



_Icnge Beat the Boss pan one, Iron Man/X-O Manowar In Heavy 

Metal, bramies, Kirbv Super Star, Tetns Attack, Wxter Wbr Id, Dragon 
Hopper Eye of the Beholder, Star Ocean, Sword of Hope II part two. 


Volume 

one 


ime 87 (Aug. ’96). Tetns Attack,Oscar Kirby Super Star part 
u.,c Mano64 FIFA Soccer*97 Urban Strike Wayne Gretzky ss-D 
Hockey, Beat the Boss pan two,Game Boy Pocke t. Power Rangers 
ZEO Battle Racers, Zero Racers, DonkevKong Land 2 Marvel Super 
Heroes War of the Gems, Mole Mama, Fire Emblem, NES Epics. 



ilJIULLiUiJ IN'./- IUUVJ U X.* v -•---— 

Humer Donkey Kong Country 3: Dixie Konc a Double'Trouble, 
Pnnceof Persia 2, Mam Mallard, SimOty War 3010: The Revolution 


I 

* 


i 


Volume B9 (Oct. *96): Ultimate Mor alKombai 5, Shadows of the 
Empire comic DonkcvKongCountry 3: Dixie KongsDouble 
lVoublc, Street Fighter Alpha, Ms Pac Man,Hynjlean Adventure, 
Super Mario RPG Interview withSergem Miyamoto,Tetns Attack 
(GB), Battiezone/Supcr Breakout 

V^lume 90 (Nov ’96) Donkey Kong Country 3: Dixit Kon^Y 
Double Trouble Wave Race 64, blast Corps Shadows of i he Empire 
comic. Star Vvhrs, Super Mario 64 Sim City 2000 Mam Mallard, KI 
Card Game, Arcade ^Greatest Hits To^bmden (GB^Lufia IL 

Volume 91 (Dec. ’94)* Killer Instinct Gold, Wayne Grctzkyk 3-D 
Hockey NBA Hmgumr Star Wars. Shadows of die Empire, Donkey 
Kong Country 3* Dixie Konps Double Trouble Part 2, Ultimate 
Mortal Kombat 3 Marvel Super Heroes- Wai of the Gems. Taz Manta 
2 Jeopard), Shadows of the Empire comic, Wive Race 64 Strategies. 

Volume 92 Dan *97) Star Wars Shadows of the Empire, Special 
Shoshmkai Keport,Mdno^ari 64 NBA Hangtime CnnsnUfSA, 
Donkey Kon" Countrv 3 Dixie Konrs Double Trouble—The Lost 
Wbr ld,'Magic Bo\, Casper Shadows of the Empire comic. Beat the 
Boss, Game Bov Sm-dTClassjcs. 

Volume 93 (Feb *97) Mano Kart 64, Star VArs. Shadows of the 
Empire Challenge Points, CoIdenEvc 007 Turdk Dinosaur Hunier 
Top Gear 3000 Kmgof Fighters, Mole Mania, N6*l Controller Pak. 
Get 'Em tn Go, SiarWirs Shadows of the Empire comic, Harvest 
Moon, Marvelous. 


Vol um« 94 (Mar 1 97): Turok. Dinosaur Hunter, Power Award 
Nominations, Doom 54 Super Mano Kan 64, KI Gold. Advanced 
Combos The Legend of Zddie Link's Awakening, The Hunchback 
of Noire Dame, bent the Bosses Super Mano RPG, FIEA Soccer 64, 
Game of the Fun ire Contest, Harvest Moon. 


Volume 95 (Apr ’97); Blast Corps, Doom 64, Turok. Complete 
Maps Clay Ughier 63 h Preview Whync Gretzky’s 3-D Hockey^ 
Super Metronl Super NES Doom, Kirby's Star Stacker Dark Kilt 
Preview, How to Become a Game Tester, Game and Watch Gallery, 
Game Boy Pocket, Beat the Boss. 


Use the Back Issue/Tip book Order Form in this issue toorder 

E st Nintendo Power issues and books or call our Consumer 
rv ice department at 1-S0O-255-37O0 io order by phone with Visa 
or MasterCard. 



























Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



